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Stay m the gams and in cQUtrol of your Arwing. When yau're playing Stai’ Fox 64, 
you're in the thick of it. Action .surrounds you and the fate of tlie Lylat System 

depends on you. Renew your subscription now and get the Player's Guide of 

s ^ 

your choice. Hus, you'll enjoy all the tips, tricks, maps, and moves from the 
pros at Nintendo Power. 
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ChBck Ons 

□ Star Fox 64 [#2858) REgukrly $11 00 

□ GoldenEyB 0D7 (#2338) Rsguiarly $11 00 
D Super Mario 64 (#2860) Hegukrly $11 GO 

THE LONGER YOU STAY IN THE GAME-THE MORE YOU SAVE' 

□ 36 ISSUES for $49 95 US ($6995 Cdn) 

$178 20 Eevreatanri price - SAVE $128 251 

□ 24 ISSUES FOR $36,95 US ($51 95 Cda] 

$118 80 newsstand price — SAVE $81 851 

□ 12 ISSUES FOB $1995 US ($2795 Cdn) 

$59 40 newsstand pnce - SAVE $39 45! 

”Pncs listed include all applicabJe (axes Prices are subject to change 
FlsSSB aSow h* 6 weeks lor delivery 

Enclose Ibis ordei loriD with your payment or uedil card 
iD^jnnabcffi in a stamped eDvelcipc nnd mnil to 

Nintendo Paw 0 r^ PD Box 97043 
Redmond, WA 9B073-9743 

Caia^lan rKitents- phase wnember to ure «m mhraaional pesUfs sump 
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(LOCATED ABOVE YOUR NAME ON YDUi MaGaZJNE ADDnESS UA^j 



I'm paying fer this membership by [cl^ck one) 

□ Check or Mont'y Order □ Vba O MasterCard 

F^ble tfl NiQineo (pleese ‘^oiTi ftaplc your le the ereer lam and Flnae te tn) sea4 cash 

Sisnuni iieeh wiU hold up, reusing ol order] 
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battlB with the evil Andrass and his deadly 
Arwing fighter, home in, lack on, and fire a 
prepare yau-fe tiis Star Fox 64 experience. 





WARNING: ONLY 2 MORE ISSUES LEFT! With your subscription about to run out, 
you'd batter renew or you're gonna be in serious trouble. Why? Because without all die 


insidB info you get from NintBuda Bjwbt, you'll find yourself locked in 
the cross hairs of Star Woll So get out your pen and stay in the game! A 
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PULLS THE GSANO NO PUNCHES. THIS 


JVfDAm% WE^RE TRANSFORMING YOU FROM 


A MtJVING TARGET TO A ROAD WARRIOR 


WITH OLm INSIDE TRACK DN SURVIVING 


THE DRIYE. 

























Guh’crazy cowboys Hulking robots. 
Killer bees. Afire-broathinu worm 
And that's just the first time levalsl 
r*r miechlef made cesy, we have ten 
pages of strategic shtsnanlgaf > that' 
keep you ouj of trouble. • L 
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The anniversary park's over, and, like a litter of dalmaaans, Vi^Vc wHdly 
getting back Into the swing of thmgs vdth number 101. This tiig 

topic tackles the quality of N64 games-do the games emphasis style 
over substance? Are they too easy to boat? 





tion matches what's going on 
dunng the game It actually 
does let you "feel the game " 
You just have to have a good 
imagination and, "POOFi" 
you're Fox McCloud flyrng an 
Arwing. The Rumble Pak 
enhances your feeling of real¬ 
ly bemg In the game 
Besides, what do people 
expect It to do, jerk the 
Controller out of your hands? 

Michek Hindman 
Via the Internet 


Uk^ ft or not, using the Rumble 
w/(l help your gameplay 
In bath SMr Fox 64 and 
ColdenEyc, enemies can sneak 
Up and shoot you from behind; 
the only way you'd know it, 
however, would be that your 
(Controller was giving you a 
Jjolt Despite tfm kw gamers 
wfk> are unimpressed by the 
Rur^Ie Pak, game developers 
^ enthusta^Kdfiy making 
ncwgamtstoaqgorhmodate 
d\pacfcssO(y Mujii facing 
^ ^ Rally,_ 

The Rumble Pak doesVi't let ’ ^ * San^mnetsaad^sh'^Extreme,/ 


you feel the g«ipne Once 
when I piayed StSf/ Fox 64, (• 
took out the Rumble Pak -I 
didn't even notffce a differ¬ 
ence and forgot I had taken 
h out! -I almost never play 
wrth rt because n'i stupid 

Dranf BcMs 
Via the Internet 
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The Rumble Pak is so cool^ It 
doesn't just shake randomly^ 
It matches the feel of the 
game exactly, so the-rum 
bling from ncce I crating your 
ship feels different from 
when you hit the brakes 
This small device packs^a-br^ 
time wallop! And it's in^lud 
ed with Star Fox 64, so I 
don't see why people are 
complaining It's innovative, 
too-where else besides an 
arcade raerng game can you 
see your controller jolt? 

Jod McMurray 
London, Ontario 


Racing wcWVs riwo. ; 
lVZ?/W7b&f, DoktTHuktm 64, 
L'^stLi^ion UX, Yosfv's Story 
and^ldaJi4~d/tralI on fht 
Runtok Pak roster of gardes 

Like Father, Like Son 

Recently, my friend and I beat 
Star Fox 64 and^pened-upall, 
the bonus options (Expert .. 
-Mode, Sourvd Test and playing, 
in tfie Land master- and on foot 
in Battle Mode) TK^ options 
are great, but I've re&d in ven¬ 
ous rriagazmes and ^b srt^ 
that you can play as-James ’ 
McClbud,.To my,Jcn^ledge, 
thrs option doesn't work Is this 

a tmepption or justanod^er" 

• 

fal^Codc on tfae* Internet? 

Brian Bates 
Vancouver, WA 
Tht rumors are false People 
may be mistaking Fox for his 
fathcr-\/d)en you'pfay the 
Main Came on the Expert 
Level, Fox will be sporting 
sunglasses just like his dad 
once wore 

New Matii 

I recently purchased Star Fox 
64 and I something piqued my 
curiosity Every time I reached 
a boss, I would receive an 
extra point For example, if I 


displays when he 
explodos, my, score at tiie end 
of die level wcajid appear as 
1^1 pornts instead of 160 
Where does this exua point 
comb from? 

' Doug Michel 

Via the Internet 

A ito^ problem^ ^ ^ J4o''one 
Vlfcs ‘those! but we'll try to 
make trie answer pawless 
You aufomar/ca//y receive 
One point for destroying 
anythwg in Star Fox ^4 
Some targets ar^worfh more 
pomfs and when you 
destroy them, they'll display 
a bonus score that should be 
added to the one point that 
you au#omat/ca//y earn So 
when you blow up that 
boss, Doug, the "i-IO'' really 
means "1 + 10" (However, 
the entire scenario changes 
if the train you're trying to 
destroy departs from 
Macbeth at 70 75 a m 
chugging along at 40 km/h, 
while you're flying 2 5 times 
faster, but ) 


Did You Feel That? 

Here arc a few reasons why 
Star Fox 64 is a nice game, 
but isn't something to die for. 
The graphics arc nice, but 
tKat's not what the game is all 
about The pi.ay control is 
very nice, but I keep hitbng 
the View Change Button 
while pressing the Boost 
Button Then there's the 
Rumble Pak-it's really noth¬ 
ing special anyway It's a nice 
addition but doesn't really 
increase the game's enjoy¬ 
ment or replay value much 

Jason Keel 
Via the Internet 

I think the Rumble Pak is 
rather neat. The slight 
changes and degrees oFvibra- 


Jonathan Gnfnt • Norman, Oklahoma 
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Shadow Play 

1 recently found a mistake m 
Star Fox 64 In Vs Mode, 
you can break your 
Arwing's wings completely 
offr but if you fly close to 
the ground; your shadow 
will have wmgsin 

Aaron /cnnings 
Prescott, AR 

You h^vts trouble hulievmg 
that your wingless ship cssts 

2 wingbd shadow^ but you 
have no problem accepting 
thtU Jittle wood I find crsa- 
turcs can talk and wage war 
in outer space? It looks like 
you caught a flub that the 
programmers and testers 
overlooked, but who's to say 
that the shadow's wrongs 
Pigs do fly in the Lylat sys* 
torn, so anything's possible 

Easy like Sunday Morn 

There are only tsvo words to 
describe Star Fox 64 FUN and 
CRAPHICSII think Nintendo 
spent too much time on graph¬ 
ics and not enough time on 
challenge 1 must admit that the 
game is tons of fun and I enjoy 
graphics, but I've taken the 
hardest route and beat the 
game in 2 days* I also find that 
I am able to beat many other 
N64 games in a very short 
period of time. Original Super 
NES games are harder For 
example I have never come 
dose to beating my old 
Nintendo game with Link Is it 
just me or are other playere 
sensing that N64 games are a 
bit loo easy? 

Mrd/miw^ 
Via the Internet 


All’s Well That Ends Well? 

The endings for some of the 
N64 games are dull Super 
Mano 64 IS probably the 
best game I've ever played, 
but come on I A cake?i 
Mano restored peace to the 
Mushroom Kingdom and 
saves the princess from cer 


tain doom and he gets pas- 
try-as if he didn't have to 
watch his weight as it is 
After spending many hours 
playing a truly engaging 
game, I'd like to have an 
engaging ending I just 
hope that when I complete 

LbuH Christensen • Cfwton, Cnlffornia 


Zelda 64; Til receive a truly 
epic, 10-minute captivating 
ending; and not just a peck 
on the nose and a Rupee 

fosh Ktigore 
Via the Internet 

People are complaining 
because the endings of 
games aren't up to their 
personal standards?!? 

Gimme a breaks F.xcuuuse 
mC; but I play a game for 
the game play; not to see 
what happens at the end' If 
"satisfaction from hours of 
game play" is what you 
want, gel satisfied from the 
fact that you just spent 
hours of fun game play to 
beat the game As far as I'm 
concerned; beating the 
game is its own reward 

Steven Butterfield 
Via the Internet 

I; for one; don't buy a game 
for the ending I enjoy play 
mg gameS; not because 1 

Rial Bhlaceye • Murfreesboro, T^nnes&ee 
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GAME BOY TOP 5 SUPER NES TOP 10 NINTENDO 64 TOP 10 




lOWift (JIMB 


^Just in trm^for autumn, Harw;t Moon ris^ to cracktop ten. 
time tfiAn H^loween for Doom C'4’s demons end moi ^ters^aihd s<^ar>' 
return to the Pow^ Charts? But the man for all seasot^ has^ Jar 
GoldonEye. Does he live up to thw hyp>«:? Let us know by votirvf! 


i W5i^ 'to. ^ 
sBohd^fn 




GOtOfNfYf 



SMit fOX i4 


GoldenEye is number cne with a 
bulleti Armed withhis PP7, James 
Bond shoots up five spots to steal 
the top position from Star Fox 64, 
but you can bet that Fox wont give 
up without a fight' 
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/ GOlDtNlYl 

2 STAR FOX 64 

3 MARIO KART 64 

4 SUPtR MARIO 64 

5 TURDK; DINOSAUR HUNTER 

6 STAR WARS: 

SHiDOm OfTHllMPIRl 

7 ZlASTiORPS 

8 WAVE RACE 64 

9 CRUIS'NUSA 
ID DOOM 64 


NINTENDO 

NINTENDO 

NINTENDO 

NINTENDO 

ACCLAIM 

NINTENDO 

NINTENDO 

NINTENDO 

NINTENDO 

MIDWAY 
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10 

13 
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13 
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10 
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DOHKEY KONG COUNTItY 3 

OtXft KONG'S OOVilt JKOUBU 


RPGs and adventufp gamps dominate 
the Super NES Power Chirts this 
month as Harvest Moon makes its 
debut, end Fmel Fantasy !l returns to 
the top ten after being absent for 
more than a year 



/ THE LEGEND OF ZELDA; 

AUNKTOWCMST 

NINTENDO 

1 

68 

2 SUPER MAMD RPG 

NINTENDO 

3 

18 

3 DONKEY KONG COUNTRY 3; 

OIXIl KONG'S DOUBll IKOUBLl 

NINTENDO 

2 

12 

4 FINAL FANTASY III 

SQUARE 

5 

34 

5 CNRDND TRIGGER 

SQUARE 

8 

27 

6 SUPER MARIO KART 

NINTENDO 

6 

54 

7 DONKEY KONG COUNTRY 

NINTENDO 

7 

36 

8 STAR FOX 

NINTENDO 

9 

55 

9 FINAL FANTASY II 

SQUARE 

— 

59 

ID HARVEST MOON 

1 

NATSUME 

— 

1 
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THE LEGEND OF ZEIDA 
urn's AmKwm 




DONKEY KONG LAND 

Ti 


r THE LEGEND OF ZELDA: 

urn's iWAKlNING 

NINTENDO 

1 

54 

2 DONKEY KONG LAND 2 

NINTENDO 

2 

14 

3 DONKEY KONG LAND 

NINTENDO 

5 

33 

4 SUPER MARIO LAND 2: 

6 GOIOIN COINS 

NINTENDO 

3 

59 

5 WARIDLAND; 

SUPlKMimtaNDS 

NINTENDO 


38 


Link IS firmly anchored in the top spot 
(thet Power Bracelet gives him quite 
agnp) The lower spots are more 
shaky, so leave it to Wano to bully his 
way in, vMirle Metrod II tumbles out 
of this months chart 



^^ELDA64(N^ 


2. NINTENDO 64 DISK DRIVE 

3. STAR FOX 64 {N64) 

4. gOIOfflfrf (N64} 

5. EARTN8DUND 64 (N64) 


6. SUPER MARIO RPG 2 (N64) 


7. YDSHI'S STORY (N64) 


8. TUROK 2 (N64) 


9. MACE 64 (N64) 


& Nimmo POWER 


10. MORTAL KDM8AT MYTHDIDGIES: SUB ZERO (N64) j 
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LETTERS, CONTINUED... 


Hoop Dreams 

No doubt Joseph Newlon, Grand Prize winner irt the 
Volume 90 Player's Poll Contest, is one of the most 
popular kids on his block Joseph not only scored 
Midway's NBA Haog Time for both the Super NFS 
and N64, but he netted himself the arcade game, 
too* For a chance at shooting some hoops, Joseph s 
friends must have been trying to break down his 
doors, but his dad beat them to rt-hterally The 
arcade game 
was so big, 
that Joseph's 
dad had to 
remove the 
patio doors in 
order to get 
the game into 
the house* 

Joseph Newlon 
(fhttl with his 
friends Thomas 
Bizzarri and Jooy 
McGraflin hang 
nndhoQpit up 
on his now 
NBAHangTime 
Arcade gam6 



want to see a really cool tend¬ 
ing, but because I want to get 
the satisfaction of beating it 
Also, I like the special features 
you get from beating the 

game-Nintendo always maJ<es 
them worth all the trouble you 
went through to beat the 

game Although I enjoy the 
ending of a game, I couldn't 
care less about it 

Mck Braden 
Via the Internet 

After months and months of 
playjhg Super Mario 64> I 
finally get my prize .a cake. 
A measly, stinking cake that 
Mario could've bought at a 
nearby 24 hour mushroom 
and cake shop* Who cares if 
Princess Toadstool enn talk 
now? Sheesh, my mom can 
.talk and bake cakes^ tool 
And I don't have to find 75 
stars and beat a gigantic tur¬ 
tle to get to* her The game is 
great, and when \ first saw 
It, I thought It was "fun, fun, 
fun," but unfortunately the 
ending is "lame, lame, 
lame " 

Rodrtgo Lopez 
Via the internet 

When Recycling Isn’t Good 

I think the N64 isn't living 
up to Its potential. The 
games themselves are good 
for the most part, bjt the 
originality isn't there Take 
Doom 64 and Mortal 
kombat Trilogy-these are 
old games with cosmetic 
changes so that they can be 
sold for about $70 each. 

War Cods was a bad arcade 
game to start with. New 
ideas are needed, not just 
famous licenses Out of all 
the N64 games, only Turok 
wasn't famous before the 
game was made, and even 
he was a comic character 
firstl Let's see some new 


people, not recycled heroes 
from yesteryear* 

Trevor Laishley 
Via the internet 

Spinal Flap 

i'm sure everyone has 
noticed the magazine's bind¬ 
ings are forming a picture of 
our beloved mascot It's a 
great idea, but now I've 
noticed that Volume 99 has 
one major error-the bind¬ 
ing's picture IS a duplicate of 
Volume 97 Mario has three 
eyes* It makes the entire idea 


Would you believe that it's 
Mano's new fashion sfafe- 
ment^ You know, that 
"third eye" thing is really 
trendy-just look at that little 
doohickey on the forehead 
of Gwen Stefan/ from No 
Doubt But alas, we all 
know that Mario's never 
been a fashion plate (over 
alls are soooo 1960s Dexy's 
Midnight Runners), so it's 
much more likely that we 
were too focused on making 
a supercool Volume 100 
that we got care/ess and 
goofed up on 99 


a total loss What happened? 

Randail Schwarb 
Via the Internet 

WRITE AWAY RIGHT AWAY! 

Many critics arc hailing GoidenEye as being the best game of the year, 
if not one of the best games ever. WeVe heard a lot of your opinions 
on Star Fox 64 this month, so now ifs James Bond's turn for criticism. 
Does the NB4’s GoidenEye have the Midas touch or is the game as 
cheesy as Roger Moore? 

NiNTENOfl POWER PLAYERS PULSE 
P.O. BOX 97033 
REDMOND, WA 98073-9733 
E-inill: noiiHilseenitititido.eoin 
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TALK TO 
A GAME 
COUNSELOR 

1-900-288-0707 


U.S. per minute 

1-900-451-4400 

CanaAi t 2 .Q 0 per minute 

(1-425-883-9714 TDD) 
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Montfrty-Setunlay 
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perpntsi purmission to eell 


POWER LINE 

1-425-885-7529 

Prerecorded Game Tips 
and Future Product 
Information ^ 

NwwR ihnui rucent adcasee end upeumfny 
Qomae for ell Nintendo eystems 
Call for help on GoidenEye QC7. Stv f‘(u(64, 
Hexen, Wir Gods. Super Marie ; 

Corps. 1bmk. Dineeaur Hunter, Or omC^ ^ 
Kdlcr InafEnct Gold. Star Ware Sbedfewni nf 
Die Empire, PilotWlage 84 and Monis ^ 
Kumbet Trilugy for fhu Nintmiilp 64 YIhxM 
bIso belp for any Super Mario gamb tar tita 
Super NES end NES, Donkey Kong 
n^ZfortheGeoie Boy.QnyZt4ile|ita^ ** 
Donbey Kong Country % 2, and 4^ * 

Mooa Lest Vikings 2. EertbEo.i^, 

G»n. LuRa II. Super Metroid. 

Evermore. Chrono logger, FmalfiOMliHL 
Super Mdrn RPG. Bmnth of Rhrl 
Killer Instinct. Street FQhter AlpN tjf 
Mortal Kombat II. Mortal KombatS Mr 
Ultimete Kombat 3. Tins call mey be ImifAtS' 
tanee.so be eure to getpennissinn froM 
whoever pays the phone bill befiim you eaH 

NINTENDO 

POWER 

SOURCE 

www.nintendo.com 

E-manr nintendo@iiintertdo.com i 


Background Art Leo Ogata • Las Vegas, Nevada 















You've heard K said that speed kills. In Extreme-G for foe N64, spcud wins. It's that simple. This 
blazing racer, developed by Probe Entertainment, places you in a scaled, two* 
wheel rocket and asks you to stay the course on 12 twisting, looping, ribbons of 
track that blast throu^ eerie, futuristic settings. To make thii^ even more 
interesting, you and your oppon^its pick up weapons, armor and warps. There's 
only one sure strategy in this death race—stay in front and never brake. Take 
this advice to heart and you may just come through in one piece and win foe 
uidmate prize. 


If you have any sanity at all, start out on the Novice speed—not 
Intermediate or Fjcfieme. You also have the option to dspiny bike positions or 
bike names. Choose the bike position option. A bar map appears on the top of 
foe screen, showing you where your opponenis are In relation to you. You can 
customize your conboller, as well, and save and settings with a 

Controller Psdc if your Rumble Pak isn't plugged in. If you^re using the Rumble 
Pal^ you can use passwords to return to previously played tracks. 

NtNUm POWER 


OIPftTMcofaim 


Life tlie extreiNie fas^ lane leaves ^ ^ 
no time to breathe^ blink or think. 

But if you sharpen your reflexes to a \ 

razor's edge, you might just survive 

« 

to see the future of racing in 
Acclaim's Extreme-G. 


iJiW 


% 




























Each of the eight standard bifa;s have five settings, covering the 
following attributes: acevteration, top speed, hsmdling, shields 
and on-board weapons, The bars bdow the bike on the seicc- 


D ^ n n Thie mechine leoks 
IVUIIU coot, but it's noth¬ 
ing specrai Decent 
top speed is eot the seme es hot 
top speed Speed ie essential. \ho 
can disregerd the shmid category 
unless you're pleying at Meltdown 
levels. TOU should be too far out in 
front to get hit and you can elvmys 
pick up extre firmer 


Uflfin if you're prona tc 
l\l lull alepping the side¬ 
walls of the tracks^ 
and everyone is at first, thea IQian 
IS ycur mean mechine. Hot eccel* 
eration gets you beck up to e top 
speed varv quicklyi Witn diis bike, 
you cae teke thn lend and never 
lose it. Smert use of turbo will 
keep you in the lead. 


Grimace Grimace 

wont get a 

lotof emileefrcmenaniiae This 
bike has top accelcratJon and high 
end speed and ehialds Low 
weapons don't really hurt Grimace 
or Khan since you |MCk im the best 
weapons along tha traclL 


tion screem indicate power levels. Most bikes have at least one 
""hor attribute, but some ere loaded. If you win the Extreme 
Contest, youll earn die hottest bike of all. 


Apollyon "‘.s. 

* ' names am 

cheap and this bike will leave you 
struggling to catch up to tha lead¬ 
ers it you hill behind Apollyon han¬ 
dles like a heeched walrus. Leave 
this one for the repo man. 


D#t VA Ybucan blaze with 
IVQZC The net 

track, top speed nf 
dlls bike, without turbo tmest is le 
the high 230s. Thie bike alsa has e 
decent onHioerd laser end its han¬ 
dling properties are decent, 
though not exceptional. Ith eot o 
had choice. 


A4 A A/1 /I cemou- 

IVlUQUQ Hegewon'tInde 
V the fact that Aie 
b[ke Is ae cheetah. Oe tha other 
hand, it handlas very wall and has 
super strong shields, making It 
ideal for imiltiptayer matches. But 
when it comes tc Time Trials, leave 
it It the garage. 


IA It Va^ good top Meed 

J U11 amfpretty goodhan* 
dhjig malms Jalte 
good hike for beginners or for ony 
driver on a course witt extreme 
corners. If you find yoursalt having 
trouble staying centered on the 
track, try Jolt or Moogn end see 
how It ga AS. 


Mn in Big gues can have 
IvlU III an impact oe the 

outemne otarsce 
It you're m tha center of the peck. 
Mein has great acceleration, sa it 
eenstey lathe thick of things On 
tile upper difficulty levels, you 
might want to give Mein a try 


Practice makes per¬ 
fect, oret 

least It may You can practice with 
any bike on any course that you've 
opened. Practice races include oppo¬ 
nents. pickup Items on the track and 
turbo boosts 

Time Trials It you want 

to see your 

name entered in the Estmne- G hell ot fame, you 
can set time records. Ybu won't have to worry 
about heing blasted skice you race ell alone 


Shoot 'em Up 

The Shoot-Em-Up mode is ell 
about tdiooting down drona oppo¬ 
nents No matter how many you 
incieerste. laser, bomb or crunch, 
there will be more bikers just 
^cad The trick Is to keep your 
speed up end evoid hitting the 
debris of the bikes you blow to 
amithareens (tb tougher then It 
sounds Usa e fest. heavily armed 
hike like Rane for this mode. You 
can set records tor number of 
destroyed hikes and seve them on 
your Controller Pek. 


VOLUME 101 









































flags or missing 
routes that con- 


Forget- Shorf-y 


9iott cuts, like are to be avoided during Fl^ Matchup 

tinceyou may miss many fla^ by taking the shortcut. In foot; it 
can be m even worse move since your oppon^its may be col¬ 
lecting all flic flags that you skipped by. What it really comes 

down to IS know¬ 
ing the courses, 
a few prac 


tice runs to learn 


>s4iere the flags 


are positioned. 


four multiplayer gam^ for up to four players. Three of the 
inodes are true race competitions while the flnal is a battle 
mode. Witii four players plugged in, expect a slower frame rate. 


Two’player matches 
can ba set up using 
vertical or horizontal 
split scraana 
Dapanding on tha 
tenain, ona per* 
spactivemay pive 
you a battarviaw 
than the otiier. 


Hoil To The Flag 


Down To Earth 


Unlike re^lar Extreme* G races) you don't want to look for 
the fastest, most strategic route during Flag Matches. The feet 
is tiiat flags can be found in all sorts of places you wouldnT 
normally go. Avoid jumps as you may well be jumping over 


No racing game would be complete without head*to-head 
matches in which you can establish your dominance over your 
friends. That's what gaming is all about, right? Extreme*^ has 

Head to Head 

This is just what yw would think. Two to four players can join 
in on a head-to-head race on any open course. An open counc 
is one tiiat you have conflicted during the Ei^^e Contest. 
The race is run just like a regular race with turbos and weapon 
upgrades. You can win uring speed or by callously blowing up 
ymir former friends. The graphics arc fer better in the two- 
player mode than in the four-flayer mode. 


The goal here is to collect as many flags as you c^. If you're 
in front and loiow where to look for flags, you have an edge. 
Also, you won't have much success trying to destroy oppo¬ 
nents, because there aren't my weapon upgrades. Since m^y 
of tile flags have been loaded with great cunning in areas of 
the track that aren't easy to reach, a lightly slower speed may 
prove successful, as well. 














































































EXTRmE'G 


The Cup Race h a standard rare^ complete with weapons^ that 
takes place on a designated track m a series of contests. Up to 
16 players can compete on the ladder, making this a good party 
game. You can run races of two^ three or four-players, but we 
recommend going one-onone so everybody has a good screen 
view and less experienced players don't have as great a disad- 

A ^ 

vantages The game keeps track of winneis and losers. 


Arena 


The four batde erenae 
contain weapon 
opgredea, ramps and 
other faatures found 
on real tracks, but 
they're wide open end 
you can turn aroend in 
360 degrees. 


The Battle Mode exists for one reason. It gives you a cfianoe to 
foce down your oppon^, look him or her in the eye, then 
launch your biggest missile. In each of the four battle mode are¬ 
nas, you have to find your opponent or opponents, then pound 
them with ammo. You can try to ambush them, joust with them, 
hide from theni or tail them, but the contest is always explosive. 


Well Armed 


The narrowest uHfa makes for the most difficult battles since you 
can't hide or set up ambushes. Use the ramps to leap over your 
opponents and your Right button to make impos^bly shaip 
turns. The multilevel arenas offer areas for cunbudiing unsie- 
pacting players. 

We recommend 

playing one-on- ^ •fc . ^ 

one because the 

four-player 

er frame rate. I 


You'll find plenty of arms and armor in the battle arenas. 
Use them up and upgrade them at every opportunity. It'e 
always better to have a full rack of missiles than a single 
missile. If you're left with one item, use it and grab a new 
one. if you continue to take the same type of item, it will 
upgrade to a more powerful form. You can repair your bike, 

as well, so keep 
an eye on your 
shield 


gauge 
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arcutt 


The first race winch ah 

ancient temple and e long tun¬ 
nel, but the real challenge b 


CDuri'9'1 'M?VV 

!^W 10 

<L.ofjrifj 3. -Is'iFW' 16 
^^Qyr’jS ^ 'NEW Final 


In the Extreme Contest, you'll race in three circuits, earning 
points so you can reove upi You begin with four Atomic races, 
then reove on to the eight races i 


Atomic 

COURSE 1 


COURSE 3 


12 courses in Meltdown. Sorec of die tracks are repeated in dif- 
fermf circuits. Since the tracks don't change frcmi one circuit to 
the next, we've included treck tips only once. 


This course blazes a padi 
through a city at night, it lcM>ks 
dramatic, but it's one of die 
easder courses you'll encounter. 
On the back strefdi, take the 
right branch of die track. 


leareing die nuances of driving a 
high-speed bike. At die one fbric 
in the track, stay to the right 


Back Burner 

Just es you leeve thn timael on the 
beck siOc of the coursn. use one of 
yourturbn biiosts end burn through 
the long curves leading up to the 
sterling line. Ybu'll have tn nse the 
Right button to m^otlate the turns. 

Take it 


The shollow S*cerves require e 
streight'forward toctie From the 
inside of ench curve, ehn streight 
et the inside of the eext enrve. Ybe 
een wied threngh tins eree with e 
gnniln touch oe the controller. 
Vbu1l eeed to be troveling et least 
100 mph tn dner the jemp efter 
the cuves. 


COURSE 2 


Long jump^ and branching 
trecks reake diis second 
course a real challenge At 
the first branch, ^ to the 
right After that, any branch 
will do. Use the boost off the 
starting line. 


Downhill Flyer 

After fhe tat lepr use ypiir remain- 
btg tiuto boosts when zipping down 
the blue end white checked slnpe. 
Ybu'll gam so much speed thnt it car¬ 
ries you np the other sidn end intn 
the tumi at irandnumhing speed 

Af/iiirFAr00 ?omf( 


Flat Out Fast 

This straight tear the beginniiig of 
the track IS e good place tn use 
your turbo. e long etreighteway 
with e few rampe end pewar npn. 
Stny eway from the rnmps. If you 
get eir, it will fust slow you down. 


Keep Left 


le the split strwghtnmy before die 
tuinnl, stey oe the left side. >bu1l 
have a streight shot leto the eerrow 
tunnel end that een keep yoe off the 
wnll. If yoe start out on the right side 
of thn split, look for the gop in the 
divider about helfway down die . 
stretch and crossover. 


COURSE 4 Final Course 


This underground freck runs 
through construction sites and 
tunnels filled widi bats. The 
split tracks reeke it very nar¬ 
row end your line of sight b 
^ways lireited. 


Turbo Down 

Hit your turbo as you etort down the sloue 
of the checkered track. The etretngy of 
Uering downhill rethnr dinn uphill nlmost 
elwnys pays off, here end elsewhnre. 

Corkscrew 


Stny in the middle nf the corksernw unction 
of track eed be prepnrnd for o fairly shnrp 
left eagle coreer et the end You'll neve tn hif 
the Right buttoe to make it cleeely around 
the coreer. 
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If you know the weapon icons and wliat the weapons and other 
hems can do for you^ you can sometimes snatch victory from the 
jaws of defeat One basic strategy is to always keep some weapon 
on your bHce^ and m the case of muitipie rockefe^ if you're ninning 
low, shoot the final rocket and pidc up another weapon. 


in and around the lake, 
bikes encounter just 
about everything possi- 
ble^ from jumps to dra¬ 
matic shortcuts; 


Ail I ni^C ^dropped 

If 1111 V ^ hy bikes along the 

peth Ybu'ro best 
bet to avoid them is just stay out in 
f roet. because the mines won't last 
for long. As you pick up more mines, 
oreny typo of weapon, tbi^ upgrade 
to new fomis. One type of Mine 
extends electrical beams from the 
sides of your hika 


Rockets weapons ore 

powerful and 
useful H you get them near e straght 
ewey. Line up your oppment directly 
in front of you. Once you fire the 
rocket, steer eround the wreckage 
of your fellen competitor^ bike. 
You cen send flowers from the 
winner's circle 


Log Jams 

The huge loge that cress over the 
track can cause you e lot of pdn at 
first. On the opening lop, stoy to the 
right end drive under the first set of 
logs. Vbu'ltheve enough speed tc 
jump over the second set 


Homing 

■ ■ • I ^ of all because 

An IC C IO C fellow the 
If 11 J ) IW ) target in spite 

of thelerreia 
Vbu hove to be vrithm visual range of 
your opponent though, so doni both* 
er firing miesiles from die hack of 
the pack. 


Tits IS one of the most crucial 
shortcuts in the game because the 
computer recurs use it Immediately 
efter the corkscrew, look for a 
remp on the right. As you drive up 
the romp, heed to the right mde. 
The shortcut i$ below end to the 
right, so you need to cteer e sec* 
tion of rock. 


Ann AT Theennoritem 
Ml mu I repairs your dam* 

agod bil^ shields. If 
you upgrade the armor you can 
become invisible to other hikei^ 
which rs the cootest power up in the 
game Keep an eye on the littte shield 
sysibol on the lower left portion of 
the scroee to see how your armor ia 
holding up. 


Thb inner city course winds 
and loops through the indu^ 
trial core and some tricky 
turns. You might consider a 
good handling bike such as 
jolt fo give you an edge. 


tllC I Atl When you get this 
I U ) I U11 trailmg jet hengmg 

off your bike, you'll 
probably tiiink it gives you e super 
turbo hooet Think again It bleste cut 
a long flame of intense heet that will 
fry any hikes in your wake That 
should make the teilgetere think 
twice eboiit crowding your space. 


The tight S-curvoe thruigh the build 
ing beyond the first tunoetwill chal* 
longe anyone Taka the straightest 
line possible end dont get ceught 
going too far to the right where you 
can gel irepped by a well. 


lAf A me ^ weirdest 

V V UI U J Item in the game, 
r but potentielly 
uesful When you drop the first 
warp field, it acts e$ the exit. The 
second warp ts tite entrance. If you 
piece the entrance ehead of the 
exit, any bike that enters the werp 
gete eent bechword 


Turbo Right 


Use your turbo boost when you exit 
the torturous turn moitioned above 
as you head into the long, eplit track 
sectioi. Stay to the right end conthi* 
uelly tap the Right button ee yuu 
blaze eround the long curves. 
Topping helps you meintain your 
speed end control oe long comers. 





























COURSE 8 




Ttu^ course penetrates a mintn^^ 
complex and digs through nar¬ 
row tunnels in the rock. The 
higgeet chalice is Ihc limited 
line of sight in the narrow tun¬ 
nels and sharp, sloping curves. 



Pipeline 


This tight corner requires the see of 
the Right button end it can sseeh sp 
on you suddenly Looh for the double 
rows of copper pipes along each 
side of the trecK When yoi see 
them, get rendy to bank sharply. 


Short 


The shortcut in this stage is e short 
riisteiice beyond the pipeline turn 
mentinned above. Ybu11 see a curv¬ 
ing remp on the right side of the 
trnck. Shoot up the ramp end steer 
to the far right in order to make a 
clean entry into the tunnel The 
angle is important since the puuiel 
entrance is narrow. 


\ 

I 

t 


! 


COURSE 9 Final Course 



Big Loops 


Which Way? 

After the initial swoop te die loft 
and the short hill, youll find that the 
track IS split in e left end right path. 
Stay to the far right going up the hill 
and youll tnhe the right brench. 
which IS die fastest 


Bade 1n the cify the last 
course in the Intermediate 
Circuit b a bit e»der than 
you mi^t expect. Don't 
worry about die giant boul¬ 
ders floating over the track. 



Thn big loops in this coarse ereni 
too tough to negotiote. but you 
should stay in die middle of the 
trnch end just eccelerete. Ybu1l 
notice quite a faw Fusion rtems 
elong the way. This le e good place 
to use them if you*re being tailed 
by opponents. 


Speed Check 

The checkered flat stretch that leads into 
the goldait-curbed curves is e good place 
to boast up with a turbo shoL The other 
good boost location i»ni the loops. 


mUHDO POWER 



Couiie=?’ A-4 

Coijr:i«6 NeVV 
Courses / ^5 

07 d 
.^,our->e9 NEW 3 
P^urso JO C-S 5 
J] NEW 6 
r.? NEW fit 


lust Rewards- ( 


After winning . the 
Intermediate. 'Circuit, ypull* 
ivap.thc rewards being 
given a new bike, the Ruad^ 
Eveiy attrflxite 'jg gre^ oir 
above, but it exce^ 

s 

speedy 'shielrb/^d;^ 

This b one 


Meltdo 

COURSE 6 


The ups and downs of 
city life make this one 
of the most intercsting^^^; 
courses <if all. Several 
splits in the track lead 
you on shortcuts or 
long-cuts. 


Burn Nitro 

The straight stretch after the down 
arrow ^ortcut is e greet place to 
light up your turbo candle and barn it 
to the core. \bn can also asa it on 
the back etietch etreighteways. 


Get Down 



raQ 


The rule of thundi on this course is, 
when in doubt, stay down end stay 
left Whenever the trech stays lower 
to the left, thatb where you should 
be In one case, the downward point¬ 
ing irrows clearly point out the way 
for you to go. 


Off Ramp 

Near the end of the cmirse, tbe 
easiest truch to take goos up e 
steep remp, but you want to stay 
to the left The lower track Is 
much fester end itis a good piece 
for 6 turbo boost 
















[XTRME-G 


C&ie M tfw most 
mg course youD ever see, 
the iava course make^ 
, things*particularly interest 
m ing by doing away with 
3 most of die side rails that 
separate you from the searing 
lava. 


We call this one Oz. Unlike 
the other courses, Oz has 
electric ^H.*n fiolcb, birds fly* 
ing in the air, thick trees. 
It also UFOs. It's weirdy 
but great 


Us,, 


Hot Stuff 


eaissfi 

liSH 


Beam Me Up? 

Rumor has it diet you can boost your 
way over the lip of this drop off and 
rench the open tunnel in the UFO 1$ it 
real or just on Extreme*6 myth? We 
hanmni made it yet, hut we're trymg. 


Fortunately, you won't take the heat 
alone. Even the computer eontreJIed 
bikers periodically lose control end 
drop mto the leva This is the one 
eourse that you een take at slower 
speeds and still wm. 


Fired Up 


Pumped Up 


There are preeious few pleees 
to use your turbo boosts on this 
fiery treek. When yoe pass the 
open leva lakes end reeeh solid 
tunnels, you'll come toe loop. 
Thetb where you went to fignt 
up your booster and blast Into 
the leed 


This jump IS doable only with the he^ 
of your turbo boost. Ybu'll find e ramp 
on the left side of the track et die 
bottom of the second steep plunge. 
Press forward on the Control Stick os 
yoo go over the elilf so your wheels 
stey on the track. Then hit your turbo 
as you reach the romp 


Wonder 


This course is a wid road of 
branching paths, shimmer¬ 
ing barriers and loops that 
will leave your head spin¬ 
ning. Practice is the key to 
memorizing the many sud¬ 
den turns. 


The ultimate machinevisthe 
Neon, which, ynu oorh after 
winning the final circJUit As 
you'll notice, every 
attribute is. maxed out on 
this awesome^ machine. 

^ • A 

Even the bike's mirrored 
surflice is cool. 


light Barriers 

twhat woits on the other side of 
the light berrieiB con take you by 
surprise Just beyond the first bar¬ 
rier, the treek brenehes sharply 
left end right Either branch is fine. 
Just be prepared. 


Fidiowing the first split in the 
treek, you'll come to e long stretch 
with e blue wid white eheckered 
track You eenl miss it. This 1 $ the 
only safe pleee on die ent'm 
eourse to use your turbo boost 
Don't miss the chence 


Which Y SI the rood should you take? 
Both ere the same length, but if you 
take the left Y et eerii junction, you 
exit the splits aimed more direetly 
et the tunnel. This could give you u 
alight edge. > 
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Robotic Marina Liteyears may work 
for Professor TheO; but she's definitely the 
boss Her inventor is a hapltss codger who, 
time after time, gets into trouble, and leaves 
the green-haired rocket grrri with the thank- ISi^3|| 
less task of coming to his rescue and clean- 
mg up his mess On a trip to the planet 
dancer, the Professor gets kidnapped by the H^Hj 
ruthless Evil Empire Ifs a good thing that 

Marina, like the kidnappers, operates with an iron fist 
‘•r Betitjr yet, we have the tips thatMl rocket you past 
r the first three levels 


^ 1997 Treasuro/Enix © 1997 Nintendo. 


TBBQ PQVm 


• of 
r^lMakersj is 
fbe side- 
upside- 
a bodge-- 
ijarodge of anime 
action and fightingj 
:her game raises tKe 
sideways standard 
by adding in 3-D 
next generation ele¬ 
ments. And this 
robo-maid doesn't 
do Windows—you’ 
see her only on the 










MISCHIEF MAKERS 



The Evil Empire and its m/nions have taken over the planet Clancer, Put Manna Liteyears 
IS going to shake tilings up for them And shell do it with dramatic results Give anything that 
you can grab on to more shakes than a malt shop, because you may be able to rattle out 

something valuable' Ctms may appear if you shake friends or enemies By 
shaking a Clanball, you might activate something or make stars, gems, 
bombs or weapons appear And by shaking those weapons, you may 
be able to upgrade their destructive ability Whenever you're stuck 

in a stage, shaking some- 
thing may be the solution 



Mischief Makers has a lot of tricks up.ts 
sleeve By ^tting certain combinations 
of objects into a Chnpot, you c^n shake 
them up to create a new objoct 



To ride the Roll Cl,mb all 
windmill, gnb a ball and 
use the C Buttons to 
rotate the wheal By 
shaking the ball away 
from thn axis you may be 
able to extend thi^ spoke 


The nbbon-wuonng Clhnball, Ms Hint will 
give you a valuable game tip for 10 Red 
uems. To pay her, grab her and shake. 



To catacult from the Clancoil, grab cn, 
use the Control Pad to adjust the angle, 
then tug the ball usrr^ the C Buttons to 
retract the coil 




M. 


DOd I 7h 5 2tti4 2 
#0 07 9 4 Got It 
Contitiue 
EKit 



The game's mysteries will be explained in the dra¬ 
matic finale, but you must locate the Gold Gems to 

watch It The game will also 
reward you with a letter grade for 
each stage, depending on how 
quickly you finish While earning an 
"A" grade Is excellent, an "S" grade is 
even better (and near impossible—our pros have 
managed to score only about a dozen "S" grades*) 
We've listed both the "A" and "S" target times How 
fast are you? 
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1-1 MEET MARINA! 


1-2 MEET CAUNA 


To jddsomi 
boost to 
your jump, 
try tapping 
Up on tho 
Control P'-d 
twice afttfr 
hopping 


Yo u 11 dC ti- 

V'.W Mirma's hovar rockdts, and 
sh jbletoiettogidalar 
heights, such as thj Gold Gam's 
location 


Shake it up. b iby. because shaking th<n^$ is the key. But don't shak 
old Geold—speak to him inst: :d, 4nd he'll giv't you a bomb. Only 
blocks that t orange will explode, so drop your bombs on them. 


iL^SM#>k>k>L 


1-3 CLANBALL LAND 

Once you clear a stage, you can revisit it is many times as you want The Clanball Land 
amusement park is one of the best places to return to, not because of the rides, but 
because iTs an easy place to collect Blue Gems to fill up your health gauge 


If you tug on a ClanbnII that makL.s a 
rippling sound, it will cause soma* 
thing to happen msidc a circled nroa. 


PullChnba;i2 
to make a star 
appear at 3 
Jump into the 


Pull on thb white roller 
coaster ClanbdII to miike 
Cianballl appear, then 
yank Clanball 1 to make 
Clanbdl 2 appear 




^ star and you'll 
^ warptofrte 
blue exit star 




START 


To escape, 
ball hop until 
you reach the 
white ball m 
the upper 
nghtif you 
pull It, 6 warp 
star will 
eppeer 


GOAL 


1-4 SPIKE LAND 


It's important to make 
something hupp^^n in 
every circled area By 
pulling tho white 
Clanball to the loft of 
the pompadoured 
Doom Daddy, you II 
makeauserulCI'rball 
appear in tha circle 


Ro c ke t off th B g rassy 
to reach the Gold 
Gem Slide or roll to 
speed past the rotating 
chain of Spikes. 
























Uaf)cer lvvillhop*ilong 
the four blocks When 
you'VP cornered him, pre¬ 
tend to |ump toward him 
to get him to jump your 
way 


1-5 3 CLANCER KIDS 


Adistnught Clnncer mother can't find her 
three children who are out making mis¬ 
chief somewhere Marin?'s all too familiar 
with mischief, so she gladly answers the 
mother's call for help Each of the three 
children (who take after their troublesome 
fathbr) will run the other way when they 
see Manna 


When you've chasad 
. Clancer 2 to the top ludgj 

approach him until he jum, 
^ off Retract! your St 
i ■^irough th a building tly 

ULjL^a heading right When you 
^ ^ up with him at the 

bottom,jump toward him 


Pul I ftie ye II ow Cl arball above the flames ni 
to make a Cluncoil appear Bounce off the y 


To reunite the family you'll 
have to use some fancy fool work to fake 
out the children 


Clancoils to reich Clarwer 3, then tnck 
him into jumping to yoa 


while grabbing 


START 

GOAL 


The Clancer womans husband has also run off Titt the 
DIancoil diagonally to thp right to spring yourself to 
the roof above his hiding spot Dig the Cianbomb out of 
the bucket, th^rn use your rockets to dssh to the 
0 rang a wal I th at traps C \dnc»r 4 B low u p the wal \. 
grab the Clancer, then shake him for the Gold Gem 


1-8 CRISISi NEPTON 


1-6 BLOCKMAN 
RISES 


1-7 WORMIN' UP 


The rootin'* tootin' Spur CUncers want 

you out of Dodge (md Nepton). With the 

help of Teran and the village's strongest 

Clinch soldier, 

battiwthecow- 

boyClencersby A 

tossing th« 

enemies off the 

p'ltform 


Tlie worm doesn't 
wint Cefdstogar- 
deninitsoesert. 
Teach it; lesson by 
grabbing Its hCsd md 
tossing the worm 
aginstth.; cliffs. 
Hi wh.'n It stiffs 
bre thing fire, greb 
/\ the worm from 
^2 behind. 


aockn;jn, 

Whan you 
approach 

thebomb rs, press the bottom C 
Button to avoid getting hit, then / v 
tap the Right C Button to kick ^ ^ 

out their b; ttl ^ station. ^ > 


1-9 WESTERN WORLD 


1-10 VOLCANO 


I Gr b the machine gun from thw 
J roving t nk-caL Renijmber 
I that you miy be able to 
I Improve by si iking it 

I dyshakr.^lhp 

gun once, you'll 
be able to spray 

directions simul- 


The volcino in the distance 
vvOI spew boulders your way. 
Run beneath the platforms to 
sliiekl yourself from the 
foiling rocks While it's safei 
to run beneath the platforms, 
you li want to make the leap 
on top of the green platform 
to stock up on Its pyramid of 
Redond Glue Gems 


taneously 


MISCHIEF MAKERS 


Ter^ihi Iritueht 

Kf> ijii hi^anai*’'Viriv^kviJ 
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When thp giant bee tries to 
sting you, grab its heed end 
drog It into the leva The lava 
may hurt you too, so stock 
up on health roplcnishing 
Blue Gems by snaking the 
bco's head Bo ready to jump 
when you shake :t. because, 
in addition to the gems the 
bee wilhlso release a 
swarm of tiny be^s 




2-1 SEA OF LAVA 


2-3 SINK OR FLOAT 


The entire area is flooded with 
lava, so watch your step ^d 
patiently wart for the spewing 
magma fountains to sjxrtterojt 
or you may tumble into the fiery 
sea Toclaim the gems that 
float close to the sea, slide 
across the surface by pressing 
Down on the Control Pad while 
holding the A Button 


The floating platforms will sink 


2-2 VERTIGO 


2-4 HOT RUSH 


The topsy turvy Vertigo 
stage would make 
Hitchcock proud since it 
hurls out psycho thrills and 
suspense In her steep 
climb, Manna must use 
short-fused bombs and tug 
Clanbalis that will spin the 
room upside-down 


^u'll have to restart the stage if 
you get stuck while the orange 
platform disintegrates 


The orange islands will quickly 
explode, so leap from ClanbafI to 
Cianb ill instead 


GOAL 


Face nght, grab the bomb, drop it 
on the bucl^t, then hop up the 
orange stairs before they explode 


After tossing 
H bomb at the 
first wall, fly 
with anothet. 
bomb tothw\ 
second wall 


After bombing the orange walls, 
tug on thes e bells to m eke th e 
room rotetc, reconstructing the 
walls in the process. 


START 


MM S:0:I2 


AsOiSd Ss0!26 


2-5 SEARIN' SWING 


Floeting plat¬ 
forms «ndthe 
swinging 
dancers cw't 
support your 
titanic weight 
Avoid sinking 
mtothe lava by stay¬ 
ing on the move. 


2-6FLAIV1BEE 


if you stand on them too long, 
so j ump f reguen try to kee p the 
pressure ofr While you're mak¬ 
ing [ike a jumping bean, enemy 
Cl oncers will hurl throwing 
stars at you If you cetch one 
and throw it back, your projec¬ 
tile may be able to mow through 
efew enemies et once 

























2-7 TIGHTROPE RIDE 


Most of the tfme, Marina won't have her feet 
on the ground on this Tightrope Ride 
Instead, she'll have to grab on to Clanballs 
and pull them in the direction she wants 
them to take her just don't ride a ball down 
a tightrope that leads to the lava* 


Aftei pnrKingthe i 
ball on tho horizon’ t 
tnl tightrope direct’ [ 
Ivabowthegr^uYi | 
Spiko,pull down to I 
reach A Pulling up , 
will send you into 1 
the lava I 


GOAL 


START 


Pull on the pinwhoel’IikcRoll 
Cianball twee to fully extend its 
arm Rotatertdown to collect the 
gems, then spin it up for more 
gems. Retract the arm halfway, 
spin It to the left so it's horizon- 
tat, collect Ihe gems, rotate it up 
for more gems, then rotate the 
arm downv\ard 


A senes of balls slides down three ropes into the 
lava. Zigzag ball to boll to reach the star 


2-9 IVIAGIVIA RAFTS 


2-10 SEASICK CLIMB 


2-8 FREEFALL!! 


Enemies will drop 
onto your raft, so 
throw them over¬ 
board before It 
sinks To keep 
things afloat, 
catch yourene’ 
mies while you're 
in midair 


This room rocks 
b ick ind forth, so 
you'll hive to 
tim^ your jumps 
accordingly or 
you may notC w^r 
anaic ^becius^ 
it will be tilted up 
too high 


After breaking through 
the brown blocks, 
you'll f r«-fdjl Ihrouf’h 
winding columns of 
Spikus To 1 each the 
exit, always entwth. 
first star thnt you 
corr.^ xro$s.lTYOu«nd 
up taking [h<^ next st ir 
you tn counter, you'll 
w rpb'.cktothetop 


2-11 MIGEN BRAWL! 

To knock out Migen Jr, grab hl$ fist when i 
It's highlighted, then toss his knuckle s 'ind’ | 
wichback ithisfac ! 


It's cHsy to lose con¬ 
trol While you'fj 
free-failing, so fire up 
your rockets to slow 
your descent flitting 
a Spike can also spin 
you out of control 
and into other dam’ 
uging Spikes so be 
ready to retro’rocket 
away from the walls 
if you cresh. 


AslongasMigeiSr is around he II magi’ 
cally heal his gigantic son Nix dad out of 
the equation by throwing his sons fists 
sideways so th(>y smock the spellbinder To 
replenish your hjolth, catch fireballs to 
change them into Blue Gems 
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3-2 GLANCE WAR 


I Bombs, land mines, pitrol 
ships, 2nd rocket'pow^r^d 
Air C) mcers light up the 
ntghtsky with their b illis* 
tics ind explosions. To 
destroy your enemies, 
i bomtird them with ilmosl 
> everything thnt you cm 
^ grab. Tumoiing Spikes will 
^ «lsogdtinyourwiy, so 
f. repeatedly tap Down on 
E the Control Pad to roll 
past them. 


3-3 MISSILE SURF! 


^ ^ Fearless Manna will get abound any 
way she can, so don't be surprised 
^ when she hitches a ride on the back of a 
missile It's a live missile, at that, so try not to 
let "hanging ten" turn into a countdown to 
zero’ 


START 


If iCIancdrTar^hitsyou, you'llbe 
tamporarily La&ilit^tad and unable to 
steer out of danger Jump down to the 
platform to toss the C'nncers iSide, 
thin hop b )ck onto your missile. 


GOAL 


Gnb the Cl mbomb th^t is 
getting i piggyback nde on 
in incoming missil;. Before 
you fly straight into the 
orcin^e barrier, toss your 
CUnbomb at it to U :r down 
thv Will and cle r your path. 


CLANPOT SHAKE 


ksVJUl $80:32 


By shaking certain irv^r^di^nts in th^ 
magical Clanpot, you can create new 
Items. PI'jce th i pot beneath a ball 

to citch its 

By catch¬ 
ing four smill 
red bombs in the 
pot, you cm 
shaLthem into 
more destruc¬ 
tive Clanbomb. 


To steer the 
missilt, 
walk 

toward its 
warhead to 
fly down¬ 
ward or 
walk to toward its tail to fly 
upward Walk with baby stops 
smc^ It doesn't take much to tip 
themissiie. 
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After crossing the ravine* pull 
the blu« Cf^nball three times to 
produce three st itues Stick 
them up, then jump off thorn to 
clear the tali barrier 


START 


3-4 CLANBALL LIFT 


3-5 GO MARZEN 64 


Grab on to the Clanbill to nd. 
the Clantall Lift up the mouo- 
tainside. Move yanr ball verheah 
ly to dodg^ any Spikes thot moy 
boblocking your peth 


Marzen 64 is or ^ of th« Empire's soldiers who pilots a spe¬ 
cial clawed attack robot. To t jat him, try to keep him m one 
spot by throwing Kid Clanc^jrs his way. Th^ Kid Cl^nccrs wi/l 
throw explosives at you If you toss their bombs at Marzen 
64, you can eventually destroy his vehicle When he's on 
foot, grab him ^nd throw him. 

The Cl inpot 
ilijady has 
Clantombinor#- 
d(.nts insider, so 
shake up a bomb 
and drop It on the 
roof that houses 
thugems 


Shake the Clonpot 
until Its SIX flowers 
create three throwing 
stars Shakt the pot 
ogam to transform 
the throwing stars 
into a boomerang 


Pull the white ball, quickly drop 
down to the right to catch the 
Clarbomb, bomb the left side of the 
orange area, then retrieve the pot 
before the floor explodes Shake the 
pot to frea an Air Clancer and ride 
him to the field of gems 




^ Use your old tncks on this new dog 
p WhenChilly Dog charges you grobits 
head, shake it, then toss tne mutt eside 
til after you ve collected the Blu^ Gems and 
maybe 
even the 
GoldGem 


To get the star / 
to appear, park S, 
the tncyclcnoxt 
to the other trike, 
and park the 
fSpnngClancsr 
next to his ? 

bouncy twm I 


Beyond the wall next to 
tho white bt^llsisastar 
You'll need the 
Clanbomb in your pot to 
reach It, so|umpup and 
toss It over the woll 


3-6 CHILLY DOGTI 3-7 SNOWSTORM MAZE 
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3-8 LUNAR 


Th first Justcw Wirnor 
you1l (incounttr is Lunar 
Wh n your wolfish fc.. 
pounces at you, hover 
If you land, he'll eithar 
clawyouorbhst 
you with the bombs 
tjjtti .ilbwhindhira 


WhnnLunnr fires at 
you. grab thcbhst 
to turn It into n Gold 
Gemorcatdiit to 
volley his firppower 
back in his direction 
If he grabs you. he II 
toss you into the 
eir On your way 
down, he II punt 
you. so firbupyour 
rockets to avoid 
landing 


3-11 CATAST 


Professor Theo IS tne 
^9 pnze at this year's 
B Athletic Festival, so 
S Menna must com 
01 peu in ITS track Find 
field events To win 
Ns freedom Manna must 
outscore thu red team 
! after complf^ting thb seven 
: fvents which consist of 
I three toot 

races the long 
jump, bell 


CatClancer is loo 
weak to stop Marina 


ProfessorThoo.so 
Mannp agrees to 
settle matters 
tiiroughagameof 
dodgeball 
TTiecetwill 
beeesiest 
to hit when 
It's picking 
up a ball at 
^$^1 the edge of 
jSifeS the court 


Anytime you need Red Gams revisit this 
stage ano ^ake the hotel msnsger 
Clancur who wears the top hat Vbu'll 
also earn Red Gums and one Gold Gr m 
by jumping rope with thuClancers who 
are to thp right of the Blue Star 


< catching (and 
M bomb dodging) 
3 hurdles and e 
I mathematics 
I ^owdown 


While nding Cot 
Clancer. you'll be in < 
difficult position to 
return Lunar's fire 
Byhopptngontopof 
a missile and flying it 
upward you II get a 
clear shot at the 
Justice Warrior 


After ^u shake missiles Into king-sized 


C ectilris und hurl them at Lunar, your 
/ling-mud enumy will evinti Jly hop 
offhisbikw When he tries to stcamroll 
into you, grab him 

















Dropdown tho right ch:mnol md fall between thi blue blocks and 
this wall St jV close to the right of the blue blocks as you fall 

Drop from the Cldncoil to ttie Clincer with ttie flower on his Yu d 
Sf ake him to g et tl id gem, then ho p back onto the C'. ncoil 

Thegim is between thj Idft wall and j t-ll pile of blocks Work 
your way to the top, then jump through the gap in xh i block pile. 

With swift dodging '^nd lumping (and lots of pr .ctic j), you can win 
the Gold Gem by tief^ating Migen Jr. without getting hiL 

By s(>akkiy six Blue Gems in ycur Clonpot. you con creoto ofiC Green 
Gem By mixing two Green Gems, you II make onb Gold Gem 

The bomb throwing Chneer vyrfio wears the Santa hat carries the 
Gold Gem, so ^akc him before he gets blown up by fnendly fire 

Rida the missile past the star and follow the arrow formation of 
gems-'it points th^ way to the Gold Gem sh'mng high in the sky 

The Gold Gem glitters above the swinging ch«n of Clancers, so 
grab on to thorn and uso their momentum to boost yourself up to it 

Tug the white boll, catch the bomb, then drop it above the pot Shake 
the Clancer out of the pot and ride him above tho yellow balls 

^u'll bes one lucky dog rf you can swipe the Gold Gem from Chilly 
Dog Grab his head and ^ak& it until the f leabeg gives up the gem 

Hop on the Jump Clcncerand spnng off the platform that^ beneath 
the star Leap leftward, using tne Spikes as spnngboards 

When Lunar fires his energy ray at you, try to grab its blasts As 
you deflect the laser, the beam may alchemize into a Gold Gem 

Join the Clancers who are jumping rope As you hop, Red G^tis will 
appear overhead If you jump long enough, you'll get a Gold Gem 

Win thu gold by finishing the 100 meter dash in under 11 seconds To 
do It, you II have to start at the precise moment you see "Gol' 

Beat Cat Clancer at the dodguball game wi^out getting hit and 
without crossing into the ri^t side of tha court to win a Gold G-^rn 

Shake the gun and missiles to make them more powerb>ii;^ 6 C 4 uSb 
to win the Gold Gfcm, you must belt Lunar without g^tinTOito^icG 

\bu ma^WTOir^vh^the first 33 Gold Gems are, but^j^*^^ 
have yemore stages^A^in each one hides yet anotfl|Kld Gemi\ 


The St Jtu • IS worth moi v than its weight in gr initi^ Throw a 
Clancer at the sculpture to break it open andextr ict the Gold G int 

Betwc jn thv f I im as ind thu Clancer with the bomb is a g '*en build¬ 
ing Rocket up toTts purple tower toe! nmyourglittbringpnze 

Rid V th j yellow roLer coaster Cl. nball and pull it to bomb tho 
05 ingeT-stipe of blocks. Eni^r the star Th it ipp (ars In its place. 

Jump to thu ItfdOv. ibove the circle of Spil".s Roll pest the spiral 
rotisserie of Spixes tortich the gem at th ledge's other end. 

if yob shake the husband, tt drop a Quid Gem Eri tor tils tiiUlny 

place in the building on the right by bomtHng the orange wall 

Make the Blockmnn squpt down and ha ve him kick the third bomb* 
throwing dancer's pynmid ovpr Shake the gem out of the bomber 

Ths pasty worm that tfironzas Cp.I<)s^ garden csrnesaGoldGcm, 
so grab and shake him ^r it be^re you pound him into fish bait 

As long a s Teran and his pa rtner aren't so woundud that they bow 
out of the showdown against the Spur Clancers, you'll win the gold 

Leap right along the floating blocks that the Spikes orbit until you 
reach the structure wrth orange columns Bomb them to enter 

From the purple block, hop rightward to the pyramid of gems, then 
jump leftwF.rd The Gold Gem shines above the leftmost platform 

The gem flonts on the lavs between two platform islands If you 
slide to skim across thu surface, you II safely nab the gold 

Bomb the orange stairs loading to the star and quickly follow 
orange blocks to the elevator platform that takes you to the gem. 

From the Blue Star, make ^ giant leap and rockot boost nghtward to 
the floating platform Repeat this to reach the next platftrm 

Yank the white Clanball to mnke a ball appeor in the circle to the 
left of the Blue Star if you tug this bell, ^e gem will pop out 

Before entering the star, grab the swing to the right, then leap 
from swing to swing lii<e Gaorg<^ of ^e Jungle until you roach land 

Some bees have golden honey, but this bee has a Golden Gem. For 
your sweet reward grab his head and shake It until the gum app^irs 

r ; ' v «Jit A Jkn.^ w . 

the Blue Star, Ydu'II find the Gold Gem on thv- platform above 
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^ hddun in u«\ch s^gc ib a vatuabiu Gold G^m. VVhtsn yau'vt; completed the game, 
each Cold Gem you have will allow you to sci' a portion of tfie ending. To mow 
die entire ending along with the surprise finale, you must win all 52 gums. 


MORE MTSCHTEF 


Th< first tiiree- ^nly thv iip-offiieihHcfl*. k e- 

hcrg« There's ^^noligh miscliiet in tffinal l«v.e|s to 

start in icc. age as Marin^'rides'an.oSfrtch.hunt^^huels, 

and battles Tarusy Merco, i 

the Monolith and the 

Beastector. Youll also get ^ 

to play as Teran, when he 

must rescue Minina. 

Nineteen more levels 

await Just tiy to stay out ., 

of trouble. i i" '' 
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Julius Harper Jr.'s winning $ame 
"^design netted him an N^i^iid 

airip^o Nintendo 
Headquartets*^nd 
Ms school scored 
big, too. jt^t a 






I 


♦ 








mult'rmedia 
compute ofJ 
of deal. 
So, now, every¬ 
body's smilin'! 


POWP 












Y the end of his & it .nd dey 
JJ. h . f inisbe/ recru'.ting his cover 
Of courshe dp 4 <>4ki som time out 
to play dli (he iieyv yoines wicii 
Nintendo PoiA^f editois. 


k pt J Xmom than kusy t NOA 
He worke < with Nnitendo Power's!, ad 
Designer, ieacning touse new are^hics 
programs to recreolo his origiiiet cover 
coneept 


As NOA JNAHh J J. treld id quesfldns 
in Nintendo Fow jr $oun.e chats h ast- 
ed ly NOAKent ind NO *.mv^ Every* 
bony onhno was esking, Whos die 
newNOAr 


skiis tJie Gam^ for Your Brain 


ofdMieaf 


nt int * inici 

Inserted.- ha 


JSr ^fhuJ jrinciffii celied him ottol^Cs, he Wasn't juite suhnAchat to 
(Cross fiw^mres, tbinlT&nce ht'd fotten the goad udlSiiiis classmates lielptd him cUthrM 
(P's^^^irin chief Anvdiin|'$Yett|r than takln|^ffit, right? ^ 

th^t 

is desi^ h^^won top honors in tltf 

■ ; contest.' first ica^fron 
. Was, ^No he 

I quickly regaii^olwncpmpo* 


with his n*'me on it it his oid^fOnior 
ind home th •’t N6 

waiting, toTlIOO^ ^ 


Li vSjJijJw to Tlldem: ^This it 

l^jlooir 

r h inning th t contest, he 
< not iHiIy atrip for him¬ 
self to NOW where he 
would create thi ^nishtid 
! m «gazrne cover yo'# see 
hei^ (more on th it liter), 
won mulfimcdr ^comput io 
I for his school. So 
^ ffiough).}• won^t besAmd- 
Mesa 

mnvii^ on Jj^rVi[^*ncr 
High-^ei Gomptffot 


Hirst Ijodk 


IPteI% die libT'ry, J J.ieaidcd m Nintendo 
kA his NintM lo Virtual Drean 

saataDSfOtethe ir*'nd pnz* winner. 


Seated ai 
Fewer Sa 
M'nhM 
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; 'ivtprCep^ H iii NiAs. 

Tf pn2. soTitr.dS Ranged 

‘*trbm virtu ifi^to hob- 
Igf ,m .^'c^udin^. Ei^ic 

SpenCsVs HoloBoy) io h'xdwnre 
sy sterns, like ).J.% that bypas» tradi¬ 
tional game viewers entirely to 
connect directly to the bi^in. One j 
entry^ submitted by Logan Clark, J 
w^s an actual synthetic iterve I 
implant device called the 

‘ '^•bhdo Mend* Oames * «. 

« 

• 'lair I * • i 'He implant 
: ut’ "cut •<'^€ti(Jh ^me dr**- 
mu'i»K 1 ». Vltho^ *cchnoro < *: create 

lt«n; f'* of ^imes mv * * xist now, *• • * o 

what will •' • i* • ^ by tit * c<v 

* the other " i^ed to • • * r in r w • 
magazine * *- metim* ► nte ' ‘ rod 

^ - **^ey imagkr^' • ^rf♦io m gaiir 

ftch/Rr«^*^r • 4 ^ Marb 6 >00Q jAttch also 

hHu-'^erfluit,'’ some had rf^kl:itesof 

'nTvorhes (Zeld*: ia KongZ^ Otry 8), 

;twc iCoxi^R t4>1t2,^« Miyamoto inJgMiC^. 

Drtck Tvu^ipler'ft showed an'W.^wi.jie-^i^h Shigeru *' 
Miy:-.moto X ta desc^andant. pr^sqmo), while . 
Chris Corse's entryitr ‘»>.ed an ^elusive j 

Mr. ^'aifidto's pre.“••^.3d brain, 
ivf :inj from th <2 crLativu, ^f the bflMKs \ 

"teci A jd/'ip year 2064, Mr jnoto's pi 

'Served brim Iwe pi compotSiwi. 


WHiohScft, 

***n.«aho 


2 WSch 
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Alon^ with winning the muHimedir timed thrt he wai pretty good sA Stir 
computer for his school and an N64 fox 64, Paul *R>x" Shinoda's eyes 
for himself, ].|« won a trip to began to gleam* He and ^ coufde of the 
NOA headquarters in Redmond, otiier equally mthless writers, Terry 
Wasinngton, to act as honorary Munaon and J;aoffi Lemg, Tabbed 

for of Nhlendo fbwm During the contn^lers and a four-play^ match fol- 
IWo days he was here, he met the lowed. Paul, who helped write the Star 
I whole siaiV, toured tile company I-da 64 HaytT*i Guide, iv out resident 
spent several ham working Star Fox 64 top gun. He says that |*J. put 
with Desi^ Lead Kim Logan using iqi a good fight before g^ng down In 

( professional design programs to flames. He iTri|^ have been shot down 
recreate his winning entry. It wasn't in Star Fox 64, but he wasa tug hit with 
all work, thou^, He played upconv NP staffers. f.|. told Mm Logan that he'd 
ing gamesy including Goldenbye, likctohaveherfob. WeTIhavoloseeif 
which had yet to be released when he's still interested in about dght 
III* was here. And when he men- ycars-when he tinishes collegel 


ihmi m^lBflooiisNP staffers just outside NOA 
6e^ duerters. Beck rtfW,heni left: Tim Garret, Teild Dyment, 
Terry Muesea Center raw: Ykshiolknboike, Jkoii Leung, 
Piur^inode, JJ., IGm Logan, Leslie Swan, Neney Ramsey 
Front, kneelliNSileff Bafus 












QC&b 4^142 aids 

MEMBER IDENTIFICATION # 
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t OCATSKECOflHK 
I MAI MUC^«l«Y(lt 


MISSION TIME CHEAT 

DamISA) 2:40 Paint Ball 

Facility (OOl 2:05 Invincibility 

Runway (A) 5:00 DK Mode 

Surface (SA) 3:30 Gunade Launcher x2 
Bunker (00) 4:00 Rocket Launcher x2 

Silo (A) 3:00 Fast Mode 

target time. The chart at right Frigate (SA) 4:30 No Radar 

eadi cheat. For example, to Sorface 2 (00) 4:15 Tiny Bond 

you must complete the Dam Bunkor 2 (A) 1:30 Throwing Knives x2 

iifffculty level (A = Agent, SA = Statue (SA) 3:15 Fast Animation 

in 2 minutes and 40 seconds. If Archives (00) 1:20 Invisible 

For a cheat, the computer will Streets (A) 1:45 Enemy Rockets 

sion; cheats can be used in the Depot (SA) 1:40 Slow Animation 

L'only. This mode allows you to Trein{00) 5.*25 Silver PP7 

levels you've already defeated. Jungle (A) 3.‘45 Hunting Knives x2 

tble other cheats. Control (SA) 10:00 Infinite Ammo 

Caverns (00) 0:30 RC-P00x2 

Credle(A) 2.15 GoldPP7 

Aztec* Leser 

Aztec (SA) 0:00 Leser x2 

Egypt* Golden Gun 

Egypt (00) 6:00 All Guns 

All missions 

'■ thru Cradle* --r* Megnum 


Hitr fnajustfi's Sucret ChRsiia 

We're kickineoff our '< installment of Classhied Info 


Hiflhiight any cheat and press 
A to turn it on ar off Press 8 
to return to tha man menu. 


Once any chBUt Is aitabled, tha 
Cheat Optionsmene will ap¬ 
pear Highlight it and press A. 


Notes: 

DK Mode « enemies have big haeds end guns 
Fest Mode = you move at high speed 
Fesf Animefion = enemies move ef high speed 
Slow Animefion = enemies move in slow motion 
Enomy Rockets s ell enemies have rockets 

*To eneble the Leser, Golden Gun end Magnum 
cheefs, simply complete the specified missions on 
any difficulty level in any amount of time 
Silver end Gold PP7s have no speciel cepebilities 


Now go to tha Chouf Select 
Mission manu and chiase any 
mission. 


You can replay any mission 
ditficulty level you've com' 
pletcd In ttia rogolar game. 
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(•USH STrter icvi 


Big Heeds and Rll-Sters 

After our spotlight on the Konamr Code last i&«ue/ dk] you 
doubt that it would make the leap to an N64 game sooner or 
later? To give all players big heads, go to die title screen and 
press top C, top C, bottom C, bottom C, left C, right C, left 
C, right C, B and A. Immediately hold the Z Button and press 
Start To enable six All-Star teams, go to the title screen and 
press Up, L, Up, L, Down, L, Down, L, Left, R, Right, R, Left, 
R, Right, R, B and A. Hold Z and press Start. The All-Stars arc 
aveileble in the Open Game and P. K. modes. If you enter 
either code correctly, you'll hear die announcer shout. 


Cinsma Scenes 

One of the coolest fraturcs in Star Fox 64 h its bcautihii cin¬ 
ema scenes, and you can effect die way they unfold. If you 
meet up with the characters Bill Grey and/or Katt Monroe at 
any dme during your game, theyH fly information wHh your 
squadron in some of die scenes at the end of the game. In 
addition, the scenes at the end of the Katina mission may 
play out in different ways, depending on three factors; 
whether or not you destroy the Saucerer carrier, whether or 
not you destroy any friendly filters, and, if you do destroy 
any friendlies, the nimber of them you shoot down. 


10 BKtra Uives 

Operation C is sdiedulcd for a fall rerelease, so we thought 
we'd toss out this golden oldie. To start widi ten extra lives, 
ff} to dia tide so^en and press Up four times, Down fmir 
times. Left four times, Ri^t four times, B, A and Start 


Stage Ship 

This code arrived over the Internet, lost about the dme 
Disney's Aladdin for die Game Boy was rereleased. Press 
Start to pause your game end then press A, B, B, A, A, B, B, 
and A to skip to the next stage. 


Youll definitnly naed die todre 
lives to battle throogh thin 
clannicsidn*8crolIei. 


Yes. it's yet anoAer venaUnn 
an the old Keiaflii Coda 


Ybu enn skip ell die way ta the 
and of the game to foca the 
evil Jeffar. 


This aimpla coda can be nsad 
at any time during tha gnme 







































up to 99 BHtra Lives 

We're a little ri^-faced for not finding this fantastic code 
ourselves, but we'd like to tiiank several intrepid code 
hunters who sent it to us Via our Internet site. To collect up 
to 99 extra lives in the original DKQ start any stage and lose 
all your lives. Press Start at the Game Over screen to go back 
to the demo screen. When you see Cranky Kong, press 
Down, Y, Down, Down and Y. You'll be taken to a special 
cave where you can select any bonus stage. Rq>eat the 
bonus stages as often as you like and collect up to 99 lives. 
Press Start and Select to return to your previous game. 


^riloue Passuiords 

We've already printed various codes for Doom 64, but some 
players like ia do tfrings the old-fashioned way, so here are 
passwords for the entire game. Let's go, marine! Hoo-rahl 

MISSION PASSWORD 

Steging Area None 

The Terraformer CT5KQBYTSVS?FJK7 

Main Engineering B7P92H6FRHQ0Z??Z 

Holding Area C7BTHJZ2S0ZZY0KB 

Tech Canter WR5HRTXX5C7DYSPB 

Alpha Quadrant V87NRTZSGCNDN5PB 

Research Lah VR9HRTX55C3PFSPB 

Final Outpost Y9KCR2Z1XDMT6M5B 

Even Simpler YSNQVF0LM61NYB5B 

The Bleeding X8ZQQFXSLF5NPJNB 

Terrorcora 5QW3XFXNC73DFHVB 

Altar of Pain 47T3QF04BB1F6JLB 

Dark Citadel 4Q5MQKWWBCRXY9VB 

Eye of the Storm 37X4XGR8C7HXMM3B 

Dark Entrias 3TF4QK00BBXDFFLB 

Blood Keep 293MXK1LC8S06C3B 

Watch Your Step 2RH4QKWRBCGHYJLB 

Spawned Fear 18GMQKWRBCF0PJVB 

The Void VR9MQK24BDM1D9VB 

The Spiral 1RB184WC9CKHYK3B 

Breakdown 08LK88V07CY0PSVB 

Pitfalls 0RNM7HVWBCC2FSVB 

Burnt Offerings Z8QM7HV8BCK26SVB 

Unholy Temple ZRSM7HV4BCH2YSVB 

No Escape Y9K47H1MBC5GPSLB 

The Ahsolution W83MDJT0C9YHL9VB 


Vou*ll continue where you left 
eff with all the extre lives. 


Repoet the boaus steyee end 
collect ep to 99 lives. 


Stage Skip 

Like Disney's Aladdin, The Lion King was rereleased in July 
by THQ. To ^ip to the next stage at any time, pause your 
game and press B, A, A, B, A, and A. Hmmm.«.Disncy movie, 
Gante Boy game, stage skip...do We sense a pattern here? 


Ybu'll skip ahead taCterthan 
yoe cen eay Hekena^-nah, we 
won't go therd 


Wth those bobles. yoe1l be 
ermed to the teeth 


Press Select to pause and 
then press B, A, A, B, A erxl A 


Enter these passwords es 
nofinaL 







CI&&S0?11D 

iKt&eGl.AfJdN 


Super Shortculs 

Some of you have been wondering if there are any more 
tridcs for Mario Kart 64, and, indeed/ tiiere are a couple of 
nick shortcuts we can show you. 


Iflerio Raceuiau 1 

From the Starting line, gofiast 
tha first two tuns and make 


yoar way ap the lull Just 
before the top. tirn to did 
right (toward the wall below) 
and activate a $paad*baostmg 
item, like a Mushroom. 


more Potuer Cheale 

As promised, here are tiie rest of the Hexen codes, in case 
you weren't here last issue, we'll start with the Enable Cheat 
code that must be entered first. Pause your game and press 
top C, bottmi C, left C and right C to make the Cheat Menu 
appear. Highlight the Cheat Menu and press A to access it 
The menu lists two pages of dieats. Highlight ''Collect" and 
press A to sec the second page. To activate a cheat/ acce» tfie 
menu and enter the appre^riate code. Press Start to return to 
the game, if the cheat you warrt to activate is on the second 
page of the menU/ go to that page before entering the code. 


maria Racauiay 2 

Make sure yoifra at a right 
angla to the wall and fump just 
bafora you leava tfia track. 

With luch, you'll soil right over 
tha wall and shave a huga 
margin off your lap tima* 


nil Rrlifacts 

On tha second page of tha 
Chaat Manu, prass top C, nght 
C, bottom C and tap C to acth 
vata tha All Artifacts ebaot. 
This gives you 25 at each item. 
Repeat tha coda at sny time to 
replenish youi supplies 


Ulerio Stadium 1 

it^ possible to lump over the 
laft'htfid wall (endshave e 
^ood 30%-40% off your In 
time) on any ol tha four hils 
juat past the Starting line 
Face tha wall at a nght aigla 
and jump just before yea hit it 


nil Uleapona 

This code will not only give 
you ell weapons. It will also 
give you a full cherga of hlua 
and green mana Onriieetc* 
and page ol the Cheat Menu, 
press nght C, top C, bottom C 
and bottom C. 


Ulario Stedium 2 

H you make the jump, youcaa 
try to cut your lap even short* 
ar. Jump back over the same 
well, but eim foi a spatpist 
before tha Starting line. Cross 
die line to be creditad wi A a 
full (but very guich) lapi 


Puzzle Itsma 

1b mstantly solve all of tha 
puzzles intbe curienteies, 

S rass top C, left C, left C, laf t 
, right C. bottom C end bottom 
C an tha sacand page of tha 
Cheat Mena Yba must repeat 
this coda m each new area. 


if you have an awescmie trick/ password or code for our Classified Information 
fileS/ dmp us a line at the address at right. For access to even more cool codes 
and tipS/ check out Nintendo's official web site at wwwn intend a com. 


riintendo Pouier 
Claasiftad Infa'rnaation 
P.O. Boh 87033 
Redmondt UIR 
88073*3733 









to 2 foatL N<y4[ 


Ir In A.D. 1300, the sorcerer Asmodeus created the Mace 

of Tanus, a magical weapon that grants its wielder inunortality 
and limitless poM*er. While the Mace was created for the purpose of 
advancing civilization, its magic had a dreadful side effect: anyone 
who uses the weapon will be addicted to its power. Now the 
greatest warriors fr<nn all comers of the world have drawn 
together to fi^t for control of the Mace of Tanus. The winner will 
challenge Asmodeus for control of the Mace, but a dark question is 
whispered In every medieval village and caslle: Is it possible to 
defe'at the immortal wizard when he has unlimited power? 















Eadi warrior in Macv 

move. Some are special 

side-stepping moves that 

let you step out of the way 

of a chiirging opponent, 

but many warriors can combine an Evasion 

with another move and to initiate a combo 

counterattack. Use a well-timed Evarion to 

turn the tide oi batde back in your favor. 


Combat arenas couiftfor motv than s«ttm^ the mood and atmo^heru in Macev 
and if you don't lake adwanta^e of yoQr surroundings, you'll eventually find your* 
self backed into a narrow comer or slammed up against a post or walk In addi¬ 
tion to mnsterir the moves of your ch iiader, you'll have to learn how to tike 
advantage of die terrain. Establish a height advant^e over your foes by defend¬ 
ing the highest point in the ^rm. Try throwing ^ ^ * ■ 

jars at your opponents, or pushing them back- r H i I 
wards until they fall into a pool of water—or ) I 

something worse. Knowing how to use your arena 




■ r ^ ^ 

Maee's ddvdopiirs kaow that thn eanh isn t 1 

flat Ybe'U a fiproclntd thn tachen 1 ed vn ntages i 

nvai^l* the assortment of rcnhstic. multi' 1 

nr^ flnors throurhout thn game.. .. i 

d ynur weapon or magical spulls can't hurt yuur 
oppononts, try picking np nnd hurling a few 
iieavy vases orinrs in their dircctioa Consider 
ising everything in thu gams as a wenpnn. s 

^Twoddn't go swunming in a Inko dnring a Ihim 
^nrstorm, se donl lei you opponent push t 4 
tlTo electrified pools or this quicksnnd Lnnofp 
^ ^M^f you gnt bqggnd d dunng n bdtW 

1 . 

4 

* i 

1 
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j|,g |jpy ^ vlcfoiy K mastering your warrior's special 

( moves. Since Maco leU you configure each command to any 
controller button, we've introduced each special move according to the name 
of the individual commands. If you're having difficulty locating a particular 
command, consult your game's G>ntTol Configure Menu. 


The ExecuCioneH - 

The Executioner thrives on inflicting pain and mb* 
ery on others. Hb massive axe ts rumored to be a 
cursed blade that was used on captured Crusaders 
during the siege of Jerusalem. If he wins, he 
intends to use the Mace to expand hb holdings 
beyond his island fortress at El Katraz. 


Tha Exacutionar^nasty 
braath doublas as a devas¬ 
tating wcapmi. The Corpse 
Kiss is a fast projactHa 
attack you can usa to keep 
your opponent at Icay Tap 
Down, Forward and let 
loose a Quick Thrust to 
spray steaming green goo 
ail ever yoaransmy 


Tha Hookswing ts a lethal 
apparent that can lift your 
opponent up off tha floor 
Press Back. Down, Forward 
and usa a Strong Thrust to 
swing your axa around your 
fast and undoryour 
fee. Keep in mind 
that this attack 
will laava you 
vulnerable 
Quick 

attacks 


Usa the powerful 
Sweapehop to literally 
knock your opponents off 
thairfaat Take a step away 
from your target and tap 
Farward. Dawn, Sack and 
execute a Strang Thrust 
Continua the attack wiUi a 

? uick series of Strong 
hrusis kaforo your victims 
have a chance to roil awny 
aitd regain thair balance. 


lunging Soul Kick laB (low- 

nant and press Back, % 

Forward and Kick Tha 
impact of the Soul Kick will ^ 
knock smaller foaa flat on 
their hacks. 

The Mage Thrust b a spearing nova that you can modify to hurl 
lightweight opponents Hold the Back, Strong Thrust and Quick 
Thrust buttons at the same time, than retaasa them to exacuta 
ffia Mega Thrust To hurl your foes bahind you. press Quick Thrust 
again as Deimos draws his sword back at the start of tha attack. 
Vbur foes will take additional damage if you succassfully pull off 
thtsmove when your back is to a pool of lava, acid ar quicksand 


Lord Deimos knows the power of the Mace. 
Hundreds of years ago he held it high above 
his head, and the Mace's energy has kq>t him 
young and healthy ever since. But from that 
day forward Deimos has worn a mask, and 
nobody has lived long enough to see his face. 


Deimosh Heiicoptar attack is a two-hit, 
ovediand combo opener. Press Back, 
Dawn, Forward and Strong Thrust to pull 
off the move, then try creating a larger 
combo fay adding the Soul Kick after the 
Halicopter attack. This move can be 
tricky, $0 if you*ro Imving difficulty get¬ 
ting Deimos to spin, try switchii^ from 
the Control Stick to the Control Pad. 


if you Tima your Homa Run Swmgs per- 
fec% you can defeat your loas with ^ 
three quick blows. The Home Run Swing 
IS one of the easiest spaciolnyives lathe 
name- simply press the Quick aixl 
Strong Thrust Buttons at tha same fima. 
Ramambor thatyoull be vulnaridila la a 
caunterattack os you step back and start 
to swing. 












Ragnaa 

A Viking prince, Ragnar Bloodaxc went 
berserk after a mysterious army 
destroyed hts kingdom. Comumed by 
fury and a thirst for reven^, Ragnar has 
joined the tournament to capture the Stron 
Mece and restore his past. 


TheHead Rash is another ettadi 
that you can use teiiigyle hap¬ 
less oMoneils. Press Back. 
Quick Thrust and Strong Thrust 
et the same moment to meko 
Ragnar eharga like a raging bull 
and ftng your foe skyward Slide 
forward and use the move again 
betors your opponeels hit the 
ground 


Use tbe Rolling Uppercut to 
somarseuft bmiaeth yoer oppo 
eeet end start edevesteting 
juggling eet. Hold Beek lor a 
moment, thm press Forward 
and rdaaaa a Kick. II you're 
fast with your lingeia. you can 
follow up wrth Regner^ Hoad 
Rush move 


Koyasha - — 

Years ego Koya^e embarked on o quest 
to fast her stalls against the best fighters 
hi the land. As she traveled, she heard 
about Al-Rashid and judged him a wm*- 
thy opponait The young ninja has 
joined the tournament to fight Ai- 
Rashid and the other contestants. 


Koyashe's hopping Spin r - 
Kick is more reelistie 
then the typical gravi- 
ty* defying roundhouse 
kicks you mey have 
seen mother fig hdng 
games. Step towards 
your oppooeet and 

press Dowa. Forward end Kick. Keep repeafii^ 
the move until you have a four-hit combo. 


Use the Heel Drop to deliverfl 
spllttifig headache. Koyashe 
will do e hoidstend and ean- 
wheel down oe her victims 
wheeyou tap Forwerd. 

Down. Back end Kick. Iliis 
atteek is effective eganst 
eewardly fees who like to 
"turtle * or crouch down and 
hide behind their shields. 


Ybu'll need room to cast 
Kbyasheh Qectre ShurScon 
spell Step away from your 
oj^HHwnt end press Dc^. 
Forward and Quick Thrust Tq 
add e second ehctnfynig bolt 
to your atteeft wmt until 
Kb^sha keeels and begins tc 
udeesh ho* ^dl, then press 
Qwek Thrust a second fane. 


Bom under a dark moon, Taria is a fcar^ 
some sorceress. Hie Seen of Iberia 
prophesied that Taria would destroy 
Asmodeus, so the wizard demanded that 
Taria's ^thor turn the newborn over to 
him. Tarie's Mthcr gave him her brother 
insteed. Now Taria is out for revenge. 


The Blede Geyser is e decep- 
tivs losing sword attack. 
Press Forward. Down end 
Quick Thrust to launch Tone 
hi^ above your opponent 
She'll spin eround before 
lunging toward her victims, 
slesl^ out at them es her 
heele touch the ground. 


Terieh Hip IQch is nearly 
identieal to Kyoshels 
Drop, loft KyD^e% etteeh 
rolls forward while larie 
Hips bachward. Allow roam 
fer tha back Hip by moving 
ttloee to your oppoeent 
before you press Dowq^ 
Forward aira Kick. * 


Ate you annimjfor ajierfeet 
soore^ Tty using TmiaY Fireball 
spdl on your (^poaents. II you 
caa leap pressmg Down, 
Forward and Quick ThruSi tasi 
enough. you'R defeat your fo&s 
before they havo a ehnncu oi 
Rft ibeir wenpods. You can. 
evan cast ttn^^ell \Adiiletep- 
mg tbfWjgirUisair 











Al* Rasid^ Block Attack ts 
cite of the most scrnide 
and practical moves In the 
geme THs move blocks 
your foes' attacks, then 
inflicte e devaststb^ 
chop after youi perry: 
Press Beck andStn^ 
Threet et the same thna 


Considered one of the 
most dangerous men to walk the 
earth, Al-Rasid Is the son of Khalid, the King of 
Assassins. Al-Rasid has been offered a mountain 
of gold for capturing the Mace, but he probably 
intends to keep the weapon for himself. 


The Send Devil etteck is 
arguably one of the easi¬ 
est flve*hlt combos Is 
thegsme Hold the 
Stiong Thrust Buttos for 
afsw moments, then 
releese It. The longei you 
hold the button, the 
longer AI*Rasid will epie 
into your opponent 


Mestering the Blede Tornado 
demands preobce end concen- 
trotloe. S^e tiiis spell 
requires both time end spece to 
esecote. move ewey from your 
opponents before you tep 
Foiwerd. Dowi. Beck end 
Stioeg Thrust. This spell will 
releese 6 whirling twiste I thet 
will spie toiweideed thiow 
your foes to the winds. 


Takeshi — - —— 

Takeshi is a Samurai and the second son of a 
wealthy Japanese bmily. His older brotiier 
Ichiro, joumeyed to the West to study under 
Asmodeus, butwiien he returned, the subverted 
brother disgraced his family. Takeshi has come 
to the West to restore his femil/s honor. 


Nothing cen hold back the 
blezingessaultotths 
Steel VWterfaiL Press 
Forward. Down, Back and 
Strong Thnist to kmek 
your opponant. Like the 
Ripping Uppercut, the 
Steel Wbterfdll cen be 
used to start a combo. 


B The Flipping Uppercut is a 
H devasteting blow thet 
H will Id sst your foes neer- 
H ly out ot their boots Hold 
H Beck tei e moment, then 
m press Down. Forward eed 
W strong Th I ust.Tekeshl^ 
blede will klur as he surges 
towel d his victim. 


The Zen Dodge is an eva* 
slve move that turns the 
tables on your cherging 
opponest As your foes 
ettaclC press the Evade 
end Stmng Thrust 
Buttons at the same time. 
Takeshi will spin end hit 
your foes m the beck. 


rters the Shield Rudi 


le close 

might look like a projecdlcmoye. but 
Itb actuelly SACharging attack. This 
movA electrifies KulTs shield as be 
piBSSMit forward apainst his eppo- 
aonts. Slide close to youroppooent 
end quicldy press Back, Porwnrd end 
Suong Thrust. 'Dj huking Ibis move 
with me Dregoo stnku to inluasbe 


Both the Block* High. Go Low end 
Block’low. Go High attacks em classic 
medieval (laltlefield moves thet let you 
block end strike ycur opponents at tbe 
$am6tlme.lpBiock*HighrPie8e > 
Forward. Di^, Beck and Quick 
Thrust. 1b Block* Lovu^uxacute the 
same move hut efa^ethe Quick 
Thrust to e Strong Thrast* Tep Forward. 


Down, Beck andStrcMg*Thiust 











Xiao Long 

Xiao Long's father is Genghis Kahn, but 
Kahn disowned him and burned out his 
eyes when Xiao refused to execute a 
man. Raised by monks. Long learned to 
fight using his other senses. He believes 
that the Mace embodies all evil. 


The One 

Tkousand Staffs 
attack is Xiao Lonyls 
•asiast fouHnt 
combo PreasandhoM 
iha Strong Thrust 
Button, than relaana it 
and start walking into 
yoitf reeling opponent 


Xiao Long isnl h nimble or fast ea most warriors, 
but he can paralyze Ms opponeits vdth the Mystic 
Orb spdIL Hold Back for several seconds, then 

SKstrong 
• - J' ' L Thrssl.lllheorbi8 
k ^ ^ fully charged. It 

2 Will auspend ymir 
Ins in ma III long 

iideash another 


Xiao'a Flying Kick m a roundhouse kick similar 
toKbyasheb Spin Kick, except he isnl hmber 
anou;^ ta stret^ tha attack cut into a thraa* 
hit combh To fly 


The two*hit Low-High cemito is 
a low foot sweep followed by a 
Mgh, arcing quartarstaff c^ap. 
To execa ta 
the move, . 

S3™ 

Down. Back 
and Strong 
Thrust as you [er 
slida towards 
yiHiroppo* 
nails. 


NamiRa - 

Scimitar-savvy Namira m a warrior The 
searching for her past Driven by 
visions of living in a royal family, ^ qi 
she fled her homeland to se^ the baai 
truth. Are the visions memories? 
Asmodeus promises to reveal all if Stro 
she wins the Mace. 


Namtre^ Heel drop ie very shralar 
to Kyoehab Heel Drop in style end 
purpose. Uaa it to dispatch ca w- 
arilly, crouching opponants Move 
towards your foas and Tap Back, 
Forward, and Kick to hnng 
Manured bare foot creskingdown 
on thair heads Add a Low* mrast 
whila youf dazad opponants are 
tha realing by simaltruiaously 

e rassing tbeatrang Thrust and 
ick huttona. 


The Spla Laft and Spin Bight are 
sfanpit. slashing thraa* hit combos 
that can ha linlmcl to spacini 
attacks like the Darvish Twirl. 1b 
Spin Laft prtss Back and Qaick 
Thrust, than add anothar Quick 
Thrust ta spin again. 1b Spin flight, 
imse Back and Strong Thruat 
lhaa. like the Smn Left move, add 
anatkar StrongTkrast ta give Ran 
additiond ga-around. 


Tournament fighting 
fens know that a good game is 
stuffed with hidden codes and secrets, and Mace 
is vrsmtv&d with spedal; move^ like Executions.' 
Coaltterati^cks and oxtna characters, including 
Pojo, the magical fighting chicken. You think ffght- 
ing-w chicken is ^nny? Mfe'ii sue who thu yolk is 

. t 

orf» when Pojo i> finished with you. Look for 
mnT«? Mace scefets in upc'oo^t^ i<:sui<s of 
Nb^ndo f^wcr.jk 


Humors persist tkat Pa|o tke Ckicken was a wurrror 
in the touniantent until Taria turnad him into a chick 
en. Thh b^ bird hiis some fowl special attacks. 
Execuie his Big Kick by quickly tapping Back, 
Forward and KickimaiGh an Air Egg bytlaiiMg up 
intn (bo dir and slimdtencously pressing thaOuick ' 
and Strooe Thrust Buttoos- 


Yonliaeed to jddeot 
Grendal hafaa^u c 
break thrn map^l a< 
and Aal fa ngolM im 
far ihblkflace dHbnu 









Madden 64 came at us out of nowhere with oil the 
farce of a 250-paund linebacker. Read an ta find 
out why we think this Pak could be the cure for 
video foatbairs "been there, done that" blues. 


H Back in 1991, EA Sports hit 

on a winning formula with 
John Madden's Football for 
the Super NES, combining 
great control with a huge playbook The 
game's success spawned a series of pop¬ 
ular annual sequels. New versions 
offered updated rosters and expanded 
options, but they all retained the same 
basic look and feel of the original If sales 
figures and fan feedback were any Indi¬ 
cation, most players felt that the similari¬ 
ties made the sequels accessible, and 
they were happy with the yearly tweaks 

i For critics, however, the 
familiarity began to breed 
contempt, and they clam¬ 
ored for more innovation in 
the scries Now Madden 64 
IS being prepared for release 
this fall, and from what wu 
saw of a prototype version, 
we think the naysayers will 
have to give this top draft 
pick a thorough tryout 


Gome views will be a lot tighter than in past 
Mndden games, making for n much more 
intense. in-your-faceexp©ncnce 


Thesmallspntesof 
past Madden gamos 
have been replaced 
with big beefy poly* 
gons Theseguys 
moan businessi 


0 miENDO POWER 
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Thy nmtuit nsplay leaiure will allow you to 
view the gridiron action from any angle and 
dfstanca, end at muitrpla speeds. 


Without an NFL team license, Madden 64 will 
label teams by city, jff wUj have real NFL play¬ 
ers, however. _^. 


Once the M^idden 64 proto 
i Ype ? rrjved we i m med i ate*- 
ly set up tram(ng camp jn a 
corner of our offices and 
started putting the rookie through its 
paces As expeaed, much about this Pak 
fell very familia-, but with the power of 
rhe N64 behind it, every aspea of game 
play and play control was vastly upgrad¬ 
ed over anything any post Madden turf 
burner could offer. Cone were the small 
sprite-based players, replaced with big, 
beefy polygons Though they pixelated a 
tad at close range, the figures were well 
animated, and the 3-D action flowed 
very smoothly Game views were much 
tighter than in previous Madden titles, 
making us feel as if we were watching 
from a point right above the scrimmage 
line ralher lhan squinting from the back- 
sent of the Goodyear blinp. Once the 
ball was hiked, the camera panned and 
zoomed with all the flr>esso of a network 


Broadcast leqend Pat Sim me rail will provide 
the real-time play-by-pldy. while John himself 
will dispense his unique wit and wisdom. 




HE S NOT 
A TACKLE; 

E S A FORGE 
IF NATURE 


pro, giving us the optimum view of the 
unfolding play If a play was particularly 
good, the computer would activate an 
instant replay, the camera usually 
swooping dramatically above and 
around the charging players Even better 
was the incredible "helmet-cam" view, 
which replayed the action from the per¬ 
spective of whoever made a big contri¬ 
bution or T hideous mistake on the play 
Of course, the N64 controller's analog 


stick gave us complete, progressive con¬ 
trol over a player's movement and 
speed, and lots of controller 
buttons meant lots of special 
moves, like charging, jump¬ 
ing and stiff arming To top it 
off, broadcast legend Pat 
Summerall provided the real¬ 
time commentary, while John 
Madden himself tossed out 
his oh SG quotable "Madden- 
isms" between downs 
All of these technological enhancements 
were folded into the usual Madden 
mix—real NFL players, a humungous 
playbook, adjustable weather conditions 
and multiple game modes for up to 
four players simultaneously—designed 
exclusively as part of the Madden 64 
gs^me plan Subtle but significant aspects 
of ihe game's design will add new depth 
and realism to the action on and off 
the field 













































Football IS, by dcfinttjon, a 
team sport, but in past 
games, video football play¬ 
ers could usually find sue 
Cess on the field by focusing on two or 
three key players or |X)sitions Not so 
with Madden 64 
While It won't be too 
difficult to win 
Exhibition games 
with most any team, 

Season play will 
demand that you 
keep an eye on all 
your players and use 
the Front Office 
options, like creating, releasing and trad 
ing players, to build and maintain a win 
nmg squad It won't matter, for example, 
if you have a Steve Your^ or a John Eiwny 
on your team, if your defensive men can't 
hold the line of scrimmage, chances are 
your quarterback will spend more time 



getting sacked than completing passes 
You'll also have to pay at least some 
attention to your bench, or you may nsk 
the same sort of disaster that befell us in 
Week 16 of our first Season both our 
starting quarterback and our best wide 

receiver were 
injured in the same 
game With no 
viable back-ups for 
cither of them, our 
playoff hopes 
quickly went down 
in flames^ The next 
time around, we 
spent a lot more 
time juggling the roster and the salary 
cap, while ket^ing a close watch on the 
trading deadline 

Of course, all this Front Office mar^eu 
venng won't mean a thing if you can't 
maneuver your troops effectively on the 
field As we continued with our extended 


play test, we found that the game's Al 
wasn't about to let us get away with too 
many cheap offensive tricks or third 

down Hail Mary passes, especially in 
Tournamerrt or Season play We had to be 
creative and unpredictable to score con¬ 
sistently, and if a surpnse play worked 
once, It often didn't on the second or 
third try. On the flip side, the computer 
turned out to be better offensively than 
we had anticipated, and a few bonchcad 
defensive calls on our part led to more 
than one third quarter emergency* 



The emr^asis here is on renlistc play andrealiS' 
tic player performance Even a guy lixe, say, 
Steve Young, can have an off day Sometimes 
hp II make those big passes, and sometimes, 

Iust sometimes, he'll get picked off 






THE MAKING OF A STAR 


Madden 64 will allow you to create players for any one of 23 field positions, from quarterback lo tight end to running back 
and more. Youll be allowed to set a player's primary stats, and his ratin)^ will deteimine his salary. Among the playere we cre¬ 
ated was quarterback Nick Power, whose phenomenal skills exceeded even those of Steve YMing suid Troy Aikman, at least on 
paper. Because Nick was an unproven roolde, he commanded a lesser salary than his veteran cohorts, but he still rated a cool 
$4.2 million for just one seasoni 


MurCAirJi 




The Front Office will iiclude 
many management options. 


Vbull be eble to eet e wide 
orrey of player attributee. 


Ybu‘11 bo gWee e large pool of 
skill poults to draw from. 


Star power comes mth an 
estroeomical salaryl 
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Even in our 
p r o t o t y p e 
game, the play- 
[[i ers performed 
according to d^eir stats, and 
each player had a whoppmg 
15 skill categories in all To 
monitor and evaluate our 
players during a game, we 
used the manual Instant 
Replay, which is different 
from the auto-replay feature 
governed by the computer 
With this option, you'll be 
able to watch the previous 
play from any angle, dis¬ 
tance and speed (frame by 
frame, if you wish), and 
you'll even be able to lock 
the camera onto a particu'ir 
player If you want to know 
who let the opposing teani's 
left tackle through the line on 
that last play, here's how you 
find the guilty party' 

Madden 64 is obviously 
heading toward the realistic 
side of the gaming spectrum. 


but there will be one 
game mode for all you 
frntasy/rotissene football 
fans The Fantasy Draff 
mode will take you 
through a full, 49-round 
draft of all the current or 
soor-to-be ftee agents 
Without the dreaded 
s \lary cap to cramp your 
style Up to eight players 
will then be able to field 
their chosen squads 
through a knock down, 
drag-out round robin 
tourney 

By now, it’s obvious that 
we fall squarely into 
category of Madden 64 
supporters If you've 
always been in the 
Madden "yea" camp, we 
think this latest install¬ 
ment will only justify 
your continuing faith in 
this series If you're cur¬ 
rently in the "nay" camp, 
we think that this game 
will have more than enough to make you 
consider switching to the opposing team 
Madden 64 may jusl end up being your 
top draft pick' 


istf ■ 
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midb oyi . 


Brptt Favre headlining the Heedb^gers^ Ricky 
Watters running with the Hedgehogs’ With no 
salary cap in the Fantasy Draft mode, 
you II b e dble to s ign to p free ag ents 
to yourfantnsy expansion team 
Who knows’ This might be the 
year that the Vultures go all 
the way! 
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There are eight Controller con- 
|[ figurations in the game: four 
I configurations are for one 
' Controller and the other four 
are for two Controllers. You won’t 
see all eight options unless you 
have two Controllers plugged into 
your system. Two players can 
K also use two Controllers in 
Live and Let Die Mode. 


Even Scully and Mulder would be impreseed by whim's 
devdoping at Hudson So«u Legend ha» it dot a Power 
Stone, an omnipotent source of power, surfecod in four 
dntcrent workb of the distant past In die fiiturv, frag* 
ments of toe stone would be implanted into a legion of 
mech soldien. Thirsty for tok source of power, toe rene- 
jpule robots of toe future would travel bade in time to 
str>l tile origtnd Power Stone- Remain;, of medi armor 
ru'ting^mong andent ruins todicate that toe power-hun* 
^r<toots were not without oppe ition.lt seems that one 
heroic LastL^n UX robot ventured to tiir^ ^ to pre¬ 
vent its follow robots from di^rbin^ the o^ginal stone 
and disrupting the balance of tile universe. In November, 
Mmdscape plans to expose the entire paranhroial con¬ 
spiracy. in toe meuitim^*, we^re leakii^ out si^t info 
related to this robotic war to it transcends tiK mnUrinta. 
Tnk. no one but us, because toe truth is out there. 












































l^ttfe modsi of ^ta? 
Fo)( CiandGoldonEYt^O^play 

eri w!p b^dbl^ to^taHc tKoir . 

vidtim^ thfouih ar%ds.'tha| 


fu&v 6^pl($rab 


gion 


This isn^ sime paranoid anti'automation theory about 
robots takfRg over the world. Mysterious photos of tht 
medts have surfaced, and we bdicvc thc/vc come from 
the Federation of (he Future, Apparently the LastLegion's 
future warriors foug^ for the Power Stones in ten different 
areas on four different worlds of land, fire, air and wat^*. 
Eadi mech, posessmg unique traits, was able to preside 
over the area which best suited its abilities^ Ueabouts, the 
strongest of the mechs, cadly made Its home in the Fire 
Cirdc, where it could efbrllessly maneuver through the 
nylon's ^dscous quicksand. Deep inside the Volcano, the 
hovering Nl-FT-PT could avoid getting bumtHl by flying 
above the iava rivers. In the De^ Temple le^ues beneath 
the SCO, Amphibian could vault over die maze w^s de^itc 
the depfis' tremendous pressure. CX ■ * 


You may have thought that one<inono com¬ 
bat games were on their fm?l legs when War 
Gods staggered into the 3 D arena of the N64 
Three-dimensional fighters such as War Cods, 
Dark Rift and Clay Fighter 631/3 merely hint¬ 
ed at the new possibilities for battles royal 
Mindscapes mech combat game, LastLegion 
UX has set its sights to laser blast the gladiator 
genre a few parsecs into the next generation 
by replacing the circular conPnes of prpyiqus^ 
3-D fighters with fully niv^gsii3f«**^^*^rdh8ei 
motion Comfainmg^^jjp^lTaltle mode style of 
comb'^t from pcriyenEye 007 with tourna¬ 
ment fighting’and interchangeable weaponry, 
Lasti^ibn UX will allow up to two players to 
sirriultaneously hide, seek, search 
and destroy their opposition And 
whi le the game doesn't support four 
players like GoidenEye 007's 
Multiplayer Mode, it does allow 
solo players to test Lheir metal met¬ 
tle against ttie CPU 


their unsuspecting yItfiftis m the room below 
The diversity Of each enyironcnept will farcfc 
play^s to-'ctevi.se-fie^ strafc^ies and' fighting.’J,} 
* tedhf^quos^depending on whether ftie/rp'in-aJ 
t.ih^such locales as (h. wide open spaces of • 
the Mcfft*\r ate or the lava-filled trenches of 
the Volcano Other areas will have players j 
fighting tfielr way through water, quickbant|^ 
labynnfris and unpredictable geysers friatcafr 

fi ^ * i 

suddenly catc^iult^l Vobotinto Ihe^ir 


Where the ‘hots Are 

Combatants will be able to pit their 
robots against nine others (plus one 
bees robot) in nine different areas 
(plus one secret stage) Varying ter 
ram and obstacles will supply play 
ers with plenty of places to seek 
reftjge or set up ambushes In the 
Waterfall stage, players will be able 
to fly up to any of the terraced 
mountainside's throe levels, or they 
can mount an attack from inside the 
cave or river trench From atop the 
Floating Castle's roofless embattle¬ 
ment, ruthless robo-fightera can 
the drop on opponents by hover:ng 
over the top of the tower to waylay 


LastLegion UX wiil providp players with many 
obstacles that cm serve ns hiding places Of 
course, what is one personas hiding place may ba 
another^ ambush spot 



















































The Power owe is the source of each robots 
mostdovastatiiTiiattack Once your Powpr 
Meter is fully chei^vl (taking anywhere from 
20 to 36 seconds depNdng on the robot), you 
can blast out your uniqu^^mer Stone attack 
to belt out damage that wir^ain 25 to 30% of 
your foes energy 


robbts ar^'^ualjy strong In both' 
r long-^nd clp^range combat 
Mlaey to use shield? 

wbile j^eavy-dtfty weapoi^s (J&n 
, pack an mduStnal-stix-ngtli >vajlGp, 


Playt^rs begin fighting only as 

.Bebaibh, tht robot wtthtN most wcll-round- 
^ While oth^*>Qjbots may haw 

bfcen bui lt‘^|^)ose;Mr^ sparnragijr trudging 


thr<5b^laVa, v^ifix‘^^le tb’w^e tliem »(peri€inced gafnjp<fto1^!<e 
in only Witfftli^tGwWs sonleyj^ 

have won ihVprrie. <™yer^ will havb the'3( evenat^or r\i)V i.^i.-e^on 
choice of mcchs;v.^^^er, m tJu- single 0% wfll fhailenRs-phyers 
round, two-playeroriSPp matchups.) 

But before the spailc'can fly in combat, 

\ 

players must outfit Behaion v^rth a weapon 
and a shield Each robot, weapofi^d shield 
IS unique, .^nd with each of their indiv^al 
benefits, also come tfteir tradeoffs Some 


Ybqijarriqh some rdjots with 
^elds dw you can arm all 
wfth.a projectile wedpwi, rang¬ 
ing from la$er sabers to < 

mnchinedwns Tho robots also 
have thrown speoaf, builMn 
wcaponl, iuch as homing mis¬ 
siles or (made launchers 


atoGT niiiiiiii 

LCRP Mllllllll 
HITPHTCaillllSIM 
uecoumiinillMI 


RLUSTlinilllfl 

tefiMiiiiiiilll 

HiTiinrsiiiiiniii 

OEcaueov iiiiiiiiii 


Bebnion i$ the game's hero The humanoid 
robot may not be quick underwater or 
physically strong, out thu mech's av^rpge 
qualities rnnke it thrt most wall-rounded of 
tht» LbStLdgion UX roster 


We\e uncovered three classes of robots that 
were battling for possession of the Power Slones. 
The Humanoids were the only mechs that could 
use shields, while Amphibians were unaffected by 
water and Floaters had quick airborne evasive 
maneuvers. Despite their advantages, Bebaion 
apparently found weaknesses in the others' 
attacks, because the red robot left a trail of mech 
wreckage during its quest to win back the Power 
Stones. After nine battles, Bebuon would almost 
meet its final rusting place while battling the giant 
revolving mech in the Unda^our^. Hoarding 
the Power Stones in its desdnte lair, ihe^Rendez* 
VOU7. m(K:h would radiate lasers ih every direction 
to give Bebaion its greatest fight. 
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Hudson Soft Is destgning the Rumble Pak- 
compatiblc game around the "hide and 
attack" tactics of multiplayer battlej^jd^®*"^ 
However; w/th LastLegiorLjgtfC^SH' doh'T 
need two players-rfj^QSngjT^ Instead, one 
player against the CPU 

StorvrfMode is also d&dicated to the lone 
requiring players to beat robot after 
robot until they reach the mystanous 
Stone-hungry boss robot -^ 

What will mostiiiirtfrifeep players 
plugged into Las;^i^on* UX is its Two-Player 
Mode, in i^^HCh gamers fece oft in a ^lit- 
screeMfCndoff Like One-Player Mode, Two- 
Pyfer Mode will allow gamers to arm their 
rhoiceofrobols inthtirchoicuofarenas The 
eight selectable environments are the same as 
in the One-Player and Story ModeS; except 
for the Floating Castle, which is redesigned 
into a more contronlatfonal arrangement 


BLRSr IIIIMIIII 
LGHP llllllllll 

HIT RnTGinilBIIII 
Nccoucnv llllllllll 


Players can enter combat with the clock on or 
off, and they can also choose to split thu 
screen vertically or horizontally anytime dur 
ing the game depending on which setup they 
feel provides the best vantage point To make 
hiding, seeking and uspocially ambushing 
more challenging, player can enter the are¬ 
nas wrtliout the htip of tfiur radars Wthoul 
knowledge of their opponent's whereabouts, 
players will find themselves aimlessly and 
cluelessly wandering mazes Even more trying 
will be finding the opportunity to close in on 
their enemies to steal the Power Stone While 
character A1 is quite sly and merciless, out¬ 
smarting friends in a two pl'>yer face-off 
always seems to be the most fun, *ind 
lastLegion UX's array uf w&apons, 
landscapes and fighting styles 
promises to keep it fun W 


Each weapon hr sits weak 
ness, such as the saber's 
diminishing power at 
L lono-dfstances 


In Two-Phyer Mode, plnyeii bit 
Finish in a spli t screen viewl t 


JuifwtlilBiK; 1- 

BRCnnOG Lfi^UHER 


Sdentbts deny the existence of the Pow^ Stone& 
The LastLegion UX robot autopsy seems to indicate 
otherwise. The Power Stone planted in each robot's 
chest energized each mech. When fuiiy-charged, the 
stone allowed them to execute a special attack, sudi 
as NL^FT'PP's spiraling laserfire from its Omnibus 
assault. By snatching all ci^ robo^ Power Stones, 
Bebaion could use the stones as a key to reach the 
most elusive nwch, dtc Bomb Baitm, in ib secret kur. 
Call it a government cover-up if you will, but we 
canft^ determine whether or not Bebaion survived 
the batde and recovered the Power Stones. Perhaps 
you should make your own conclusion to the Story 
Mode of lastL^Eon UX Mttcn MSndscapc unlea^cs 
die full story late this Ml. 
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r bKt^Ixt^ow imulfteni. An^they'liivJgoocI re'son tb t£ sosuithy. 

jr PLt js-atejpteb-dbly'the most u£,^iuljtilod(S:jr]ih«,giiji.4; sjhceyob 
jC'ja rnovetiiem -Jmost^hywhereonj&e -dfthdspha i.'VVbsiKft .■> 
you execute a comHn tha* "emh*'® ♦*»ree io iflneleen youT eafl) 

Power Pieces. (The tofai'pleces you earn wilt equal one piece Mss than 
the number that's displayed in your Combo Counter.) 


retrisphere may be a thinking persem's game, but we're sure 
hat even Einstein enjoyed a little fireworks between prob¬ 
lems. Using the explosive weapons io your arsenal of Ma{pc 
is the quickest way to decimate a large area Of your sphere. 
When you remove 20 or more blocks in a single him, you'll 
earn Ma^c. By performing another combo to remove 20 
pieces or more, you am upgrade die weapon you have. 


Tha Rrecrecker is dia first Item of Magic 
you eara, end it^ also one of tha weakest. 
Cast ymir Shadow an the araa you want to 
destroy, than tap the bottom C Bunon to 
launch your Firecracker at it When your 
Magic collidas with the sphere, it will blow 
up a small area of blocks. 


tf you can fim 
formation of Ct^ 
Pieces that mati 
the shape of ) 
Shadow, you can < 
vert the Crystals 
a Power Piece by 
ping die B. Button. 


Dynamite 

Like the Hrecrecker, tha Bundle o' 
Dynamita will quickly destroy a small 
saction of Mocks. However, whan you det 
onate tha explosion, the blast will spurs 
thu small area where you have Dlaced you 
Shadow, while a single layer at the sur¬ 
rounding piecas will be ahlitareted. 


Electro Magnet 

The Electro Magnat is Hie first of your 
Magic items that is strong anough to pene¬ 
trate tha center of the sphere. If you rotate 
the sphere while you're using the magnet, 
you can peel away Im^a areas a fewTeysre 
deep. If you leave the magnet in one spot, 
you can reach tha care. 


To remove pieces you miiirt.lirst drop youi; piece by at 

least two odjoining^ like.piect^ Tltepiece^at corripicteb- 

the trinify may not i— --7 

, d i HEsa/e • ‘.r ' 

always be nearby, so # j.j % PF w 

make, your own ^ 

piece that's more j 

maneuverable by* im % 

converting Crystate R& 4 

into Power Pieces. IpP 


Do you want to make a quantum leap at 
reaching the Tetrisphere^ com, but too 
many blocks are in your way^ fot at 'em 
with tiia Atomi Whan tho energized parti 
cle connects with Hia Tetrl^hera, it will 
givo the ball a chemical peel, strippmg 
away the entire outarmast layer.' ^ 


Bomb 


The fifth item in your Magic arsenal is the 
mighty Bomb that^ capaUa of wiping out a 
cauplu ut layers from abnost an entire 
hemisphere. Target an area for destruction, 
ttun drop tha Bomb. When it hits ground 
zero, you'll mike almost all the bfocks that 
you can see on your screen. 


Once you've transi 
^nd placed it nen 
same shape, hit 
uttdn to start yo 
mHjo. Since you' 
'^'•ylng against tl 
. i ' k, creating Pow 

'Meces can. be tl 

% 

quickest way o 
of a jam. 


Ray Gun 


If you dontuse the first five items, you'll 
be on your way to earning tiia final weapon 
the Ray Gun, which fires e laser beam that 
jmn sear straight to the care. If you rotate 
pie sphere while the Ray Gun is blasting 
away at it, you can cut away sections of 
blacks from the ball. 







-df'VoMif tail!* sii|iiple^4fi,-6ut it^s 

viW dnff*-rftsliall gaTtv-ff > 0 * wi»* l>>sd to tiif cyriwWL-fait-k- 
ing up a hi^ sraru. Every piece that you renifove tram the letrisphure 
will be multiplied by ymir X Count number which b^na at a measly 
one. To maximize your scoring, voull haVe to increase your X Count 
One way of boosting this multiplier is to use the Fuse Combo, in which 
you literally fuse tvro cwnbos.togtdher with one common piece. 


The left of toe screen 

4 

shows the next 
pieces you'll have to 
place, if the game is 
dealing the sam6 
piece on your next 
turn,' youli be able to 
do a Fuse Combo. 


Locate two combos that have toe same sbs^e in 
common. Initiate the first combo, then quickly 


bout fo bre ik 
an 'tb... tombo) 
.Slide ^tbe Tuse 
^way .tid '.‘feoti- 
to 'tRe 

- cdnjii^ombo' 


Power Piece 
i, .r »f of "110 


piece and to set the 
jiBow combo in motion. 
When toe pieces are 
one, your X Count 
will increase. You can 
ke^ doing this until 
your X Count number 
maxes out at ten. 
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Each Tatrisphi-fe is fikt- a flnv t^oft^overedi planet complete vrifli.gr ^v^fy. 
If you use gravity I*' your adv ntage, you cart rfrop wf the gam by 
making the pieces fall in your favqp. When you pull a piece out from under 
a block, you'll cause the block to fall to the next layei*. If, when fte block 
lands, it scttiffi next to blocks of Ns own kind. It will activate a combo. This 
Gravity Combo, like the Fuse Combo, can increase your X Count tp a max* 
imum number of ten. ... 


lilock falls x'nd .eoihpletwS tf)« :Combo 
Count will' incr.as.-. Bjltar W voo r-'O *jf up 
'Combos without using ^3'* > 

liitnsincjyoucandoth*, ^ 

comboa by ximpiy shuf- ^^ i —"" 1 

fling thiwcsomcs of K ^ 

blocks tfint ire ilready I 

on the sphere..Ber luse of | i\ iWP 

this, you cm eisily p^jr- ,■! '\\ ^ ® ■ 

form ten privity Combo*: /. 

in -1 trow to hit your X 
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]i i^T HAVE TO CALL OUTi 
CUj iCELOr^S Jl J TWE WCFil 


StOiy CAN BE 

I^PS will 


' «Corp^<t(is lipfK's^ii 
k;bN)(^rs««'lcrVUK 
L “vsf^CqrriP^t ^ 


Puzrkd? ytfiling aw yievery perplexing irpin^thK T^Wisph 
leave any gam4r‘ • cellike blockhead. t do you expi;rft'*vllieb a 
game ruils up a handful uf Tetris fields into a big wad oT multi layered 
puzzle-solving? Each Tetri sphere is like ah oniph^tbo puzzle pieces 
cover each globe layer upon byer, and trying to react; the core by strip¬ 
ping away these layers can definitely bring tears to your eyes; That Is^ 

the inner circle of Tetrisphere phenoms. To prepare for 


unless you're 

your lourney to the center of^the sphere^ you'll have to master maximiz¬ 
ing your X Count, completing combos and prpilucing Power pieces. 
Training Mode might sound like a drag, but it'll teach you valuable 

. . lusSons. And once school's out, 

I BB wra A I begin. 


^agMude reull 


After com|iltftniy 

havetiieTetdspherekfloW'howon l_ - 

becoming c high scores Ne offense to 

your teei^er, Wheels, but Training Mode is jubt a crush course/ • we'll go more'* 
depth to teach you how to meke the fast breaks end bust more blocks for your buck. 
By quickly recugnlzing combo end Power Piece ofqiorUinities, you'll become a pro el 
l^eetifig the clock ond mscuing the *bot 
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Take to the air with the latest flytng 
game released for the N64k 
AeroFighters Assault is a blend of a 
3-D flying simulation and an 
arcade adventure. You experience 
all th< flying reafism of soaring 
through a virtual environment, 
right down to turfiulent buffets 
from your Rumble Pak, without 
getting jTured in the hardcore 
physics and limitations you^ll find 
in computer fiighf simulators 
Aero Fighters Assault has easy-to? 
learn Controls, so you'll spend 
more t^me phying and less 
tim^j with your '’nose^ in an 
insttection manual 


Combat practice ts i one 
on-one dogfight against 
each enemy plane fea¬ 
tured in the game The bat¬ 
tles become more difficult 
as you're pitted against 
more oepenenetd pilots 


The final set of training 
driils focuses on attack¬ 
ing the toughest enemies 
in the game Ws ak spots 
for every mechanized 
monster are highlighted 
as bright, red targets 


Suit up and take a spin in 
some of the best fighters 
In the world today The 
game's Training Mode 
introduces aspiring pilots 
to the mechanics of 
supersonic flight 


sifiirfs 


CUABTHEtUNGS 




bna up your attack lun in tha 
g^mes oiiemy training modo 
These monsters are defenseless 
so yoiman focus on your often 
sivc plan without petting hit 


Flying through the nngs wouldn't Every aircraft except Glenda's A 
ba tough if you didn t have to 10A carries aiMO'sIr weapons 
dodge between the high dasart What the A*10A doasn't have in 
cliffs Keep an eye out for cliffs missiles it makes up for m rapid 
as you wing through rings. firing 30MM nose cannons 


VOLUME 101 





















































Whil6 most flight simuiators mnice it 
tough to spot a bog&v on your tai!, 
AsroFighters uses a unique fbeturo 
that lets you zero in on immbdiatt 
threats or close targets with a quick 
tap on your controller 


Bactit for the title ot top gun in AeroFighter's Multiplayer Modt While these two play 
er duels might not suem as complex as four-player battles, the widt angle, split screen 
pbrspective allows pilots to see more of the obstacles around their aircraft You'll be 
ablt to select and fly hidden aircraft as you begin to gam ground against Phutta Morgan 
in the Mission Game 


PRIMARY TARGET 


If you're unsure where your primary target 
IS, press the Top C Button and Down on the 
Control Ped The view will show the target^ 
position rolatrve to your aircraft 


if you like usinQ the terrain for 
coven the Desert Stago is for 
you This and stretch of land 
features a deep, wining 
canyon and towunng sand¬ 
stone bluffs 


The sky stage is completely 
cle<ir of obstacles, including 
the ground, making this the 
ultimate flying arena Vbur 
skills and wits are your best 
offense end defense 


Ute ezure oceen stag^ is dot 
ted with icebergs Sirtcethe 
weter and sky arc similar col 
ors, watch your artificial hon 
zon indicator and your air 
creft% altitude 


MAJOR THREAT 


Most multiplayer air duels commence with both «*ircraft rocketing head on at one 
another, but after the first supersonic pass, pilots must jockey for posrtion and an oppor¬ 
tunity for a shot Outlined below are five of thb best offensive and defensive multiplay¬ 
er strategies If you're looking for additional maneuvers for a specific aircraft, check out 
the Special Moves section on the adjacent page 


Press the same button sequence when 

r Li'vegot a bogey on your tail to see exact 
hovV rar your foe is from your exhaust 
pipe Give It a shot In multiplayer matches: 


LOCK ON 


A QUICK CHECK 


The most common > __ —>l 

strategy IS to bank * ^ 

your plane end turn r -- 

until you're flying ♦ 

toward your oppo- — 
nent If ^urair- 

craf 1 1 s equipped • *- y i 

wrthhDfTBngmis- s ? 

siles, the missile's - m- 

W 0 apon system 
will lock on the 

enemy the moment your Heads-Up Display (HUD) 
highlights and idixitiftes ^e target 


If your plane doesn't carry homing 
missiles, slide in behind your opponent 
and engage the enemy directly with 

S ur chain guns or a special weapon 
IS technique demands precise aim 
and good flying skills. 


if you re looking for a target of opporturuty 
or you need a quick assessment of your 
closest threat, the exterior camere angle 
lets you know wrtbout checking a bunch of 
views 
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A Rudder RmrsHi is en extr^i-sherp tura 
Brake to 4 00 knots and keep your nost up 
at 3 30*to OO'd^greb angle, then tap the 
left or rtght C Button twice 


ATTACK 




If taking out the bosses in Training is no problem, press 
your luck by playing hall with the real thing in their 
own backyard Boss Attack Mode i$ a ont-on-one 
match against the major baddies you'll lock on Jater in 
the Mam Came The only catch is that these 
monsters are armed and operational-and 
you're thi' only target in the sky 


LEVIATHAN 

Levin than has one weak spot 
in the bow and thrt^e more by thn 
conning tower Approaching the ship 
from the bow or stem will reduce 
your exposure to anti-aircnft fire 


AEROFIGHTERS ASSAULT 


X 

mwm 

f thcSuporXVifelkcr 
were an insect, you 
would find Its weak 
pot where its mouth 
would be located, but 
the mech'sthin armor 
mnkesiteasy to hit 

MKim w. 

Bazeel's weak spot is between its massive cannons The 
only wfly to survive a battle with this fow is to approach it 
vi^en its gun turret is turned away from you 


Q 


SPniGOA 

Spnggnn's weak spots arc 
the two plasma carmans on the 
aircraft's engines Keep your dis¬ 
tance from the plane so you'll 
have time to swerve sway from 
the shots 


HOUAWAY 


HEAD rOH THE mis 




m 0 yio 

Besides loops, dives, twists and 
turns, every plane can execute one 
or two special maneuvers You can 
use these moves in any mode of the 
game, but you'll find that they work 
best when you're matching wits 
with a human opponent 


Fsx / SIJ-: 

The Culbit isafast 
loop. Pull back on the . 
stick, press the bottom • 
C Button twice, then i 
release the controls 
Pull back on the stick 

The Cobra is a Knn ' 

braking maneu- CButtojitwicR 

ver that can 
force yourfonto 
fly prist you Pull 
back on the py- 
slick and push 
the bottom C 
Button 


FI4 / A-IO 


Askillud pilot anticipates which 
way his victim will turn so he cm 
walk his shots up into the target If 
you find yourself tailed by a superior 
opponent, try rolling several times 
before you make your tur n so h^ II 
have a tough time predicting which 
wey you'll finally go 


If you cant shake the 
human opponent on your 
tail point your nose at the deck and dive between obstA- 
cies on the ground Computer controlled pilots rarely mnke 
mistakes, but human players mesmenzec by the thnil of a 
chase of ten k iss the g round at supersonic spe eds , 


CHJur 

Cheff will confuse 
enemymissileshom* 
ing in on your aircraft 
Ybur aircraft carries a 
limited supply, so lis* 
ten forthe inbound 
missile warning 
before you release it 
bithind your plane 























































ENEMY flGHnnS 


A masbive bomb has been dropped on Antarctica; melting 
the ice pack and flooding harbors around the world As 
military fleets move in to rescue the beleaguered milhons; 
a mysttnous military oi^'tmzation is snatching up the 
globe's undefended strategic resources The AeroFighters Team is the only elite hghting force capable of 
engaging this threat It's up to you to lead the team and protect the world from imminent destruction 




An aggres¬ 
sive young 
pilot; Hawk 
IS a team 
player who 
IS always 
willing to 
assist in air- 
to-air combat. He also has a nasty 
habit of stealing your targets if you 
give him an opening Since Hawk 
prefers dogfights to ground attacks, 
you'll often find him giving air covt:r 
during your bombing runs 

F-14H TOMCAT 


The Pacific Ocean has flooded Tokyo; submerging all but 
the tallest landmarks If this isn't bad enough, a gigantic 
echanized walker is demolishing the remnants of the erty 
Thb AeroFighters must defend the city by destroying the 
metal monster 


ffrr THE DECK 

If you enn wipe out the heli¬ 
copters protecting the Super 
X Walkur, you II have no prob 
Ibin 'ittncking the primary tar¬ 
get liie obandoned buildings 
offer excellent caver from 
Super X's nnti-aircnift bat I cr¬ 
ies, and any pursuing enemy 
fighters will have a tough timf» 
chasing you down the narrow 
concrete canyons 


A flight of slow Sl^ 
25s will attempt to 
distract your 
squadron and pull 
you esvay from the 
Su per X Walker 
Take out the f ighb 
ersas quickly 
as possible 


Mm . 
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Ians 


. SCO 


HawkiSF-Histhfc tasi 
est and most forgiving air¬ 
craft to fly making it the ideal 
chi^ce for beginning pilots The 
plane's design and armament ar? cus¬ 
tomized for air-to aircombet, so you'll 
have to improvise during your air-to- 
ground sorties. 


...20MM CANNON 
...PHOENIX MISSILES 
...TOMAHAWK MISSILES 
...CHAFF 


The trio of lumbering SU-25s won't offer 
much 0 f a challenge, but if yo\s assist your 
wing men during the dogfight, they II do 
somethirg for you to return the favor 


8VPa X WAIMEH 




2® « 


>!■ 




While you were high overhead chasing SU 
25s. the Supar X Walker was slogging 
through the swollen h-arbor. smashing the 
remains of down town Tokyo ^u need to 
dispatch this menace before it razes the 

Metropolitan Building Your HUD will auto- 
matica ly target Super X's weak spot when 
you re m range but you' II inflict more dam¬ 
age if you wait and engage the enemy et 
point blank range 




















































Gl«^dn IS n 

ground Lsi#^HH|^H||^H 

9tt?)ck spe- 

cidlist Her ^ 

powerful 

A-lOA Is 

specifically WsM ^ 

designed for - ^ 

air-to-ground sorties Since Glenda 
prefers to fly low, don't expect her to 
remain in fomiPtion if she has ? 
opportunity to hit a ground target 
Shell break for an attack run on the 
onmary objective while the rest of the 
team is still clerrint* the sk;cs. 


A-IOA TIIUMDiatKOLT 


The ftirchild A-IOA IS 
w^m thehardiestplanemthe 
game While beginners 
^ might consider Its threk 
^ armor ideal for gaming combat 
experience the afrerefts slow 
spaed and limited al^to-P ir cppabili 
ty make it a sitting duck Rgainst 
supersonic fighters 


Lcvia^an is a submersible dreadnought 
equipped with a daadly arsenal of enti air 
enft oattenos Start your attack run at a 
low al ii lude and strafe the ship from 
stern to bow Since Leviathan s massive 
conning tower blocks the forward bat- 
torys view of anything approaching from 
behind, the ship^ anti-aircraft guns won t 
have time to i edct and hit yeu with their 
combined force 


MAM . 30MMCHAMGUN 

MiSSIl£ . . AIVTOOnfllROCKEr 
SPECIAL ..NAmiMBOMBS 


mofmms assault 


/ 




The Pacific Ocean stage is ? classic air-to sur- ^ 
face engagement To win the battle, the * 
AeroFighters squadron must penelrdte the 
enemy's fighter umbrella, dodge the fleef’s anh 
aircraft network, and sink Phutta Morgam's 
flagship, the Levipthan There are rumors that 
Leviathan may have a sister ship 


THE NOD 
FOK SPEED 

Whuthei you approach the 
enemy ships by skimming 
across the waves or diving 
out of the afternoon sun, 
speed IS your best defense 
against the fleets anti-air- 
cr^ft network Thefrgatc 
guns have very little t;m»^ 
to turn and track your fighter if youYe flawing by 
them at supersonic speeds 


ENEMf AID COVED 

Leviathan is pro 
tectud bynsmoH 
squadron of skilled 
fighters If you can 
remain in the sky 
long enough you II 
discover thet their 
le^derfliesagold 
Rafale The Rafale is 
a fragile fighter, but 
Its a deadfy advor- 
saryin thenendsof 
an ace Keep an eye 
on this dangerous 
opponent or he II 
add you to his com¬ 
bat kill telly You 
donft have to down 
the Rafale to com¬ 
plete the mission 


lEVUTUAN 
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\ iT> silve group of Phutt Morgmi's ste ilth bombers ts 
stftak/rrg t^jvMrd tlic* Eas^Cosst ul’lhe United States it's up tv 
the Auro Fighters 
team to intercept 
the bombeis whilt 
lhe/r« still ovferthe 
Atlantic and make 
sure none of them 
reach thoir taigcts 
Keep an eye out for 
enemy fighters 


WATCH FOtt 
MiUVfl OCBHIS 



Just because an enemy plane or 
bomber has boon shot down 
doesn't merri that it censes to 
be a threat Burning an craft ^nt 
spin out of control arejust as 
dingorous as inbound missiles 
Make sure you steor clear of the 

1 tumbi ing wre c kagv or you'l 1 end 

up tokmq c o 1 late ral dem age 
^ from a col 1 ision o i an explo sioa 

: 

t • • ' ^ 
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mant^tiverablo aircraft with liiriitcd 
stealth capabilities The FS-X's com 
posite parts make it afragile aircraft, 
but It's unstoppable in the hands of an 
expenenced pilot 


fORTBii 




MAM . NMJAKNFESHCrr 

MiSStLf. . TORNADO MISSLfS 

SPECIAL . NMJABEAM 

DEFENSE.... MAKiBISHI /' 


Phutta Morgana s fighters are paralyzing 
the shipping routes around South America 
Our satellites have traced their flight paths 
to a fortress on the Peruvian Coast. TT^is 
base IS protected by a network of automat- 
ed guns and floating mines, but you'll have 
a chance if you can surprise them while 
their planes are on the ground 


HOATINe MINES 

Phutta Morgana has deployed a field of floet* 
ing min&$ around their South Amei ican 
Forrrass These high explosives are suspended 
by massive particle beims emanating fiom the 
fortification The mines will detonate if you fly 
too close. $0 keep youi distance and clear 
them by spraying the area with your cannons 
or missiles 


Vfj iMILTtWfc feU.fJ 


^ V 


A highly 
decorated 
officer in the 
Japanese 
Defense 
Force, Hem 
IS an excep 
tional pilot- 
the best formation flier in the 
squadron and the one team member 
you can count on to help you out if 
you're in a tight spot Wm his trust by 
assisting him and he'll repay the favor 
a thousand times over 


A massive tank is churning up the sands in the 
Monument Valley, and military experts can't pre¬ 
dict which direction the enemy will strike The 
best defense in situations like this is a good 
offense—destroy Baztd before it can attack an 
urban area 


rwmSQVEEZE 

If the battle starts going badly for the 
enemy, they'l' roll Baz&el into the 
desert canwns or behind rocky out- 
croppings. Only the foolhardy will try 
to follow the tank into these danger¬ 
ously close confines Use bombs or 
homing missiles to pry Bazeel out of his 
rocky shell 


Ql N/NTfiVOD FOlVfff 
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AEROfICHTERS ASSAULT 




A flight of PhuttaMorgana's F- 
22s IS patrolling over the 
Antarctic These aircraft have* 
steals capabilrtes and can 
elude missile locks Engage the* enomy directly with your guns or your special 
weapons Thero are reports of unidentified flying objects in the areo, but 
nobody is sure if they're hostile or friendly 


Enemy fighters arc protecting a secret installation buned 
benoith the ice near Antarctica So far your missions have 
been defensive reactions to the enemy's advances, but this 
attack might turn the 
t/de the war against 
Phutta Morgana The 
enemy is launching 
everytfiing they have at 
you. Whatever they're 
protecting must be 
extromcly valuable 



TlieSU'35's ^ 

largu profile won't 
h ide yiDu from radar, 
but the let's powerful 
turb ofans wi II you 
boyond harm s way The SU-35^ 
weapons system is customized for air 
to-air sorties 


MAN . RREBALL 

MISSILE. . FIRE ARROW MSSLES 

SPECIAL . NAFAIMCAMSTERS 

DEFB4SE....ABUALMMES 
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Your discovery of UFOs flying over Antarctica hes the world speculating that Phutta 
Morgana may be more than an international terrorist group NASA has recently detect¬ 
ed radio emissions on the far side of the moon, and they're launching a space shuttle to 
investigate The enemy may have intercepted NASA's orders, so you're going to have to 
protect the shuttle during thv launch While you've turned thetideofthe warm the favor 
of the AeroFighters team, there are still four 
more missions you'll have‘ to win before you 
find out the most dangerous secrets about 
Phutta Morgana 
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Like Hawk, 

Volk special 
izes in air-to- 
aK com!>:'t, 
but he's the 
loose can¬ 
non in the 
squadron 
Instead of following orders or a flight J 
plan, he'll break off and engage targets ; 
as soon as they pop up on his HUD ^ 
Don't expect him to stick around as 
long as there are enemy fighters lurk- j 
inginthesky 
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Slj-35 
SUPER 
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01997 Ubi Soft 


What IS il like to bloze post o grand stand at 
over 250 kph, or dodge o spinning car an rain 
slickened povement, or wind through the streets 
of Monte Corlo ol speeds no sane driver would 
contemplate? Ubi Safi onswers all those questions 
this month by releasing the 
most reolislic racing expe¬ 
rience far the N64—FI Pole 
Position 64. 


FI PoIl Position 64 IS about the total expenence of racing It's **ibout choosing a team erf pros, 
modifying your cir for top performance; listening to the advice from your prt crew, and dri¬ 
ving through winding courses all over the world at speeds that would make Roadrunner look 
like a snail Unlike fantasy racing games (Extreme-C or Mario Kart 64 for example), 

FI simulates a real sport Success on the international Grand Prix circuit 
requires attention to detail and concentration !fs not a sport for casual dnvers 
GP events cover ten grueling Irps and can last 15 minutes The A! of compet¬ 
ing drivers is as good as it gets, so even though FI doesn't have a multiplayer 
opdon, the competition feels realistic Even the play control feds real, and you 
can bet that driving an FI Ferrari or Mercedes-Benz VI0 doesn't feel anything 
like cruising around town in your dad's Chevy 
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The game designers at Human Entertainment knew that players would want variety in the nerng 
expenence, so they included three modes of play and lots of variables; including changing wcath 
et; custom car settings; and configuration controls for Al; sound, car damage and road accidents 


VRLD CHAStfPJOXSHiP 


The greatest challenge in FI Pole Position 64 is to 
win the intemitional Grand Pnx title by accumu¬ 
lating the highest point total dunng the 1 6-race sea¬ 
son Before the nee beginS; you cm quali¬ 
fy, which requires a ten lap ordeal in 
y rtself, or take a free run to get 
‘ * used to the track If you begin 

the race withexit qualify 
ing you'll begin in 22nd 
place The Battle Mode 
lets you select any course 
and v^Kir choice of oppo- 
nents to race against You1l 
be battling ore selected driver; 
" ^ but the real value of this mode is as 
3 practice race with opposing dnvers In 
Time Trial Mode, the idea is to set the course 
record 'ibu can save all your greatest feats on a 
Contnollcr Pak, including your favorite car settings 


VRSE SELECT 


FfGVnATIOSI 


'feu may not want to use the French or German 
language options in FI Pole Position 64, but they 
certainly add an Internationa I flair Ofrier options 
include six configuration settings for Al; radio 
communication, damage, acciderttS; touch and 
Controller Pak save options In Battle and Time 
Tnal modeS; you can set weather conditions, as 
well Dunng CP races, weather changes random¬ 
ly, forcing you to decide whether or not you want 
to make a pit stop to change your equipment 


FI POLE POSITION 64 


Damage 


' WrUt the rla*ma^e optipn 
|f ^wftdied urt, ynur^c^l 

damage iptxil 

; walls <vjp)b>ofhe ' 

irtai^ular gaugies beside the fpet 
g^^i^.cbat^e color as you Uke 
more damage. B^mning with 
blue the ^lor$ cycle through 
, yelioyv, red and flashing red. 
When you leach flashing ted, 
you're about to reUm your cart 


ITflCitlNf TOUCH 
ifHCHrtiE DRHltS^^ 
fftfBPfftefi'SCEroEHr- 
SflDlO COmtIKfClltlOK 
fiencE 
an 
































Just as in real FOCA (Formula One Constructor Association) racng, success in FI Pole 
Position 64 depends as much on what's under the hood as who sits behind the wheel 
Before the race begins, you'll have the option to choose the type of car you want and 
then modify it to suit your driving style WeVe included our recommended cars and set¬ 
tings for starting out in the sections below Once you're comfortable with the handling 
of an FI cur, you'll probably want to switch to tfie expert steering option 



Not all cars are created equal in F1 
Pole Position, you'll find Fords, 

Ferrari s, Mercedes- Benzes, Rena u Its, 

Hondas, Yamahas, Peugots and Harts 
When you select a car, you'll go to the 
Machine Settings screen where you 
modify the vehicle There, you can see 
the defeult settings for five important 
categones We found that handling characteristics were the most important considera¬ 
tion in choosing a car and that the Mercedes-Benz VI0 for the McLaren team is the best 
overall choice Once you've mastered the feel of FI racing, we suggest switching to tfie 
Williams team All lap records listed here use the Williams' Renault VI0 



Whenthfc McLaren team^ Morcedes-Benz V10 
IS properly modified, it hugs the track more 
tightly than any other car and its acceleration 
and top speed remain high, as well This is a 
great cor for beginners 



MODmCATt 


The following recommended settings for the Mercedes-Benz VI0 will give you a fast 
and highly maneuverable car Use the Hard setting and crank it down to one for the 
easiest handling possible (On Hard, the steering wheel returns to center when you stop 
pushing left or right and it feels more like an arcade racer) On dry pavement, choose 
the D setting on Soft so your tires will give a boost to your acceleration The transmis 
Sion can be manual, semi automatic or automatic, but on all courses except Monaco, 
you should have six gears for top end speed At Monaco, use just four gears to increase 
your acceleration Crank your brakes and suspension up to seven ead) Set the wings 
at SIX and fuel tank at 50% You can go five laps on most tracks with 50% fuel, but the. 
more fuel you teke with you, the slower your acceleration will be The top lap times 
were run with just 10^> fuel Pit Crew selection is up to you The real time factor In the 
pits IS how long you take to decide what to do 


Some attributes counteract othar attributes For 
instance, when you increase the down force on 
your wings, the Turn attribute increases but the 
top Speed attribute goes down \bu can use the 
Suspension and Steering settings to adjust your 
handling without socnficing speed. 
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There are several techniques that real race drivers 
use that work equally well in FI Pole Position 64 
The most important thing to remember is that each 
comer is unique You can't enter every comer at the 
same speed and angle Always cut across corners 
from the outside of the track, across the apex and let 
the car unwind to the far side of the track as you exit 
the corner Watch the computer drivers to see how 
fast they're entering the corners or stay right behind 
another driver and note the speed You can usually 
take corners a bit faster than the computer drivers 
Use your brakes to slow down before entering the 
corner, not while you're turning Passing is also 
important When you follow close behind a car, 
you'll see a green light appear on your dash That 
means you're in the other car's draft so you can get 
an extra boost of power when you pull out to pass 
Straightaways are the safest places to pass, but cut¬ 
ting inside "Another car on a corner is faster since 
you cover less distance 
The final piece of basic 

advice is to use your I VOJrlWfilrflWC 

brakes whenever you I 
feel like you re losing I 
control It's always better I 
to brake and stay on the I 
pavement than touch I 
the shoulder Your car I 
will move 65 kph tops I 
on the grass or sand I 


Accelerate 


Brake 


The apex of a comer is the point at which your car is closest 
to the inside curve As you pnter the curve, steer toward the 
apex As you pass the .ipex, let the Control Stick move back 
towo^d the center position, \Miich is like letting a steering 
wheel unwind Let thecar dnft all the w?y to the far side of 
the track as you accelerate from the apex onward 




Weather 


cvfirqhao^^jdurin^ the 
TniddicdfV 

jrs, 

and you. |ic^ Aiel^ $h« jdf 
stop/-to Change yodretires, as 

well. At the end of a race^ it's 

✓ 

better to slow down a bit and 

^ 4 

ra^ more cautiously. 


VOLUME 101 Q 
































Each of the 16 courses on the international circuit contains challenges that will test 
even the best drivers We've chosen two of the most interesting courses on the circuit 
to give you an edge when you face them Although advice can help, the most impor¬ 
tant preparation for any race is to actually attack the course itself We recommend dri¬ 
ving each course in the Battle and Time Trial modes before heading into the World 
Championship mode 



Course 6 . Monaso-^;;;;;;:^ 

Qrand Prix 

Although the course is short at Monaco, rt 
winds through narrow, city streets You 
won't find any shoulders and many of the K 
comers are 90 degrees or sharper This is i M 

a killer course and you need a great han- m 1 Jo 

dling car like the McLaren You should I 

also modify the car for fewer gears, which ■ ■ 

will result in faster acccieration That's V ^ 

important since you'll have to brake con- 

stintly before entering the corners Your top p|f fh 

end speed will be affected, but on this wind- 

inR course it shouldn't matter ^ i) 1. 


U The senes 
of right 3ngl& 

turns naar the end of the course requires you to slow down 
dramatically and the tendency is to think that the comput¬ 
er drivers will zip past you The ^ct is Ihrtt they have to 
slow down, too Even it you're only moving at 50 or 60 kph 
through these corners, you'll stay even with or ahead of 
the competition. 


o Vbu should eccelemtG along the front 
straightaway for es long os possible, passing as 
many cars as you can 


The back straightaway along 
the top of the seawall is sh^t, 
but you can pass cars hero, too, 
and computer drivers don't 
tend to accelerate nearly as 
much as they could through 
this stretch, probably to avoid 
having to brake dramatically 


at the ^nd of the straight 
away Since you va geared 
your car for quick nccelcra* 
tiop, you can bi aka and get 
back to speed and stay 
ahead of the competition 


JAPANESE GP 
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Course 8* Canadian ciu.sviii 

Grand Prix 


Th^s course has just a few sharp corners or places where you need 
to brake sharply The straightaways are long and allow good dri¬ 
vers to reach their top speeds for some distance Any major 
mistake on this course can leave you too far behind to 
catch up to the leaders, so precision driving is 
esscnlial The shallow turns on the back stretch 
are a great place to practice your corner- 
tng tec:hniques by setting up on the out- 
side of the track, cutting across the apex ^ | 

1 nd accel eral i ng out of the c u rve I 


Xf On every I <ip after the beg inning of the ' 
race you II approach the sandy corner at full 
speed but you can't carry that speed through^ 
the sharp angle SlowtoaboutJQQk|^&nd 
approach the corner from themside wall 
your accelerator without brakmg as you con' 
tinut through the following corner at the top 
of the course, then gun it Topping on the 
xcelerator mnentims a fairly constant speed 


O There's a little S-curvejog in the track 
just after the pit area that can cause par¬ 
ticular trouble Tap the brake just as you 
pass the pit and you should be okey 


U The other tough turn is the 180 at 
the bottom of the course When you see' 
tte large grandstand appaann front of - 
you, hit the brakes. Vhu can take this ^ 
corner at about 100 kph without eny 
problem if you enter the corner correctly f 
Trom the outside e<jge and cut in towaro' y 
the apex 


View 


-pdsittoft the "caiti 
view m ^ 

ibo abovw Tl'e cc^pif 

•vieAs Ore the 

che low ao^c also ntaltee them 
the fn(^ dviiien^ng, Thu hrgtr- 
cst pmtfon from behind die car 
h the best for starting out sincc^ 
you can see more of the tra<^ 
ahead you, 



































'Qh It Agtdin 


erm who pumptsd ^ounb}iean 
ln\^adcrs in tha '70s or fehstiri^^£»s£ 
f/ncf these games just as compethng 
If they’re new to you, see whatmakk 


rs ‘Hiilta the legendary Space 
fing Arkanaid in the ’80^, y^’^u’H 
s ever in their 'JB~hit versions. 


Simuftiineou* 

2*p4y*r 

MmpatiHfln 

wtm» 


BdEAc[t/>^ a^€lHnpifl«eH2 ^ 

2ft of vrdei[> ^amin^. «nd Arkanoid^olc this 

of pfey t/T brave ncw^phc if 

iiiiL* vdl 'its fobtflOiis 

thtf 

stiU 

>r fhe* SUR, VeS raii itifc 

kiciudes a uiOI'hVo-player option and an edit 
op^on ^at lets you croatc your own customlze^lwdst 


Runember the funous finger twitdung as arcade aliensr digcefijl^ 
ed<m your space station at uver-increasing^pccdst Now you con. 

brmg dmt tuitasdc ^fxpercence 
home witfi the Super NES release 

sSSSB SBKiH^M of ^cv Inv^idersl Not oitly doi-s 

coirtam the original vur?' 
The Aroud»GtOn^ ^ ^*on of fhe g.imu^ but now it also 

has multiple graphic feitUires and 
' A a great two-player opdon so you, 
can settle those old grudgej 
;ibout who has tiic best invadoc^ 
p)w .^<k«>e stopping style! Who says .you 

t^vi't improve onperfeetjon^ 



^PJ5^^P5*Jy 













































I Stjfore Space Invaders debuted in 
f 1978, video games were relegated 
to greades ar>d smoky lounges The 
public demand for this popular game 
was so great that consoles soon popped 
up in convenience stores and restau 
I rants-placcs where you expect to 
k play video games today 


SPACS INVADERS & ARKANOID 


^llvi^oaf fH AHcanbJff is 10 jI aftAH* level 

of ^rfnifidhs.msh^,c, ^ scoui ^ip ' S *; paddlr a 
bill i ^bridc h 'sha rv sound sifni! t Hn 
f&tiiH brihkij>re' 'l^irt Arl^noid iticorpo* 

n&hrf^S of coof fea6tre» that fit ^ 

frowd. Ablg vddttioo _ 

to bas?t ^d! pla^ ^ 

meirtr^i oowermi o-aMiferiiidckii 


VWifIc some great new fea¬ 
tures have been added to 
Space Invaders^ (he clas^c 
game play remains the 

same*. Rows aliens slowly 

n from ^>ov ^pj> Ue 

h oblivion ftoihv ikt 
bottom of the screen. There's 
real^ no my to wipe <Mit 
vQuJ^agrdterrestrial^enj^* 
^e. diffe^t^^aiteO 
sh*^ have\ar>1ng point* vatr 
ues-and giving die hi^c^ 
sci^^ js stQl the real point of. 


3 0 Paims 


r«un 


^lun dome of 

capsules and thcljpowis-^up 
^^*c(5*beTow. if you 
siilos os they Ml from above, theyll 
upgrade yo.Hi Moot.sh^ - 


An E capsule exteniJs the 
length of your scout shifi lo 
^most twice its original size. 




Ejch stage with ibi» 
invader fojrmado.h. * 
lowerwnth>evGt^ 


OFOsthatfiy 
m a screen, you'll 
lecBive'r^m.jntiiuinij^^ .t 
pu.its, 50. SO. or 300. 


"n'frek id^untK ^ 
dfiot'hits in illeh or goc* off 
screen. This cm be frus- 
tdha if you're used to rapid 

Sr^, but rt mak^ you think 

> 

nd mov sfral .^gically. 


miKesifp^ct^j 
iir shipdiitieltipet 
min jd b III only one 


s;>keepa^*Hn^! 
diimY a^onga#'y3ii,Gan 


Catching a B capstilemak^s 
a Wi';rp p Ttal anear. le idin^ 
yoursm. to hiiW^I'waL 


Thti jSthe jalh 

yoOr^V (''■dtyou've presst* 
diapropek nIti$.fbuttoj. 


If you* 'diip is'rnoilftieJ^lh any 
way/ thp 5 capsule channe.^ 


^ht-very t eci . t mu Very 
caiv) P c?, sole adds on 
SGOutalupt yourarm^aa 




































O THER \A/ORL.aLY 
IF\INO\/ATIOFSIS 

Most 70s-vintage video g .mes were based on the "Pong'' 
model of paddles and bouncing blips, but Spac, Invader's 
did much to revolutionize game play concepts. Si's lien 
hordes were among the first characters to /ppc.'^r in 
vfdeo game, and playing die game was based much more 
on instinct nd feel, which software analysts now refer to 
as "intuitive play control " 


lljHWiHiiiBBllHiV If you want lu shao^ 

^ invaders while mamfaur^^ 
ffi^*a ddibnsive position, try building snipers' nests'behind' 
your shields. Blasting a narrow hole through the barricades 
allows you to attack the aliens while keeping relatively saf^ 
from return fire. Your nests won't last forever, but you can do 
a lot of damage before th&^'re destroyed. 

^ I 


The way the ball bounces o)f 
your scout ship rs not com¬ 
pletely random in Arkanoid, 
'But you definitely don't hav6 
total control over hs direc¬ 
tion. Basically, the angle of a 
bounce is determined by 
where the baltrhdsrtbe ship' 
and your Craft's ^ide-tpn* 
side ^oveiQeht^.. 


Now you can shoot while some 
sections of your ship stay 
shielded 


Try beilding your first nest st erfo 
of the two outer barricades. 


There are two factors that 
affect the action of the bail* 
the angle at which it hitsyqtir 
^ip and the sideways move* 
ment of yosr ship when it hits 


Gold bricks can*t be broken so 
directing the bounce is pretty 
important. * 


deal TOWS of-aliens before )^ start blasting o.ut the middle 
forcti^Not ,oV^iyill;')(puravoid^^l^ in^ders mto 

separ^^^bp^ta mucbhaydr 
cr formation to l^tjt 

you'll also create a clear tiring 
line you and ..the 

UFC^ Wherr, you've yAMtd 
downed eriefi^ to just* a^few 
foes, stay rn one spot and time 
your shots well. If you chase 
them 'ardund''the ba*t> ^dd, 
you're fure to be. 




anjle the all soli 
I through the bricks 


YItiitnUielevers :\n jst:c1atr, 
pummsiop^ rents for extra 
oints. 


If yuu destroy the oeterforees 
there vrill be nothii^ hut eir 
between yos end the UFOs. * 


’ Mie ^liydr 

aft little oji>cc1l*''’'’^hui‘ 
sanccs, but aft^ ^“twr 
pietiitg a set ol 
you^ll face a* ma| 0 > 
onumy. They can be 
awfolly tough tb /fefeat 
but witit a <ihtle quick 
thinking and some clever 
strategy, you'll tear them 
apart in no time. 


t *BI ist them hst w 
of the ' the cubes will turn 
fcajlg '^r^yni > call mt> t ra 

BBiFem tor bonus that he ve to be * 

(points^ * ' ' Broksn. '•M • 1 


When one invader is left, stay 
still end wait for it to move * 
mto your line of fire. 


If yoe split the Invaders up into 
so pe rote groups, yosYc going 
to meet vrith riefeetl 


The triple oibs Wurt tor the mtini* 
somctjmos split tv's force fluid to 
into thro e bails apd- drop, then hitit to 
blest through a score bonis points 
few blocks 


These odd end 
unbee table bib* 
bles will teloport 
your bed to ran¬ 
dom locations. •* 


These little pinnel* 
like opponents 
destroy bunches of 
bricks when they 
explode. • 


When you^reup against one of 
the game's nine mejor bosses, 
search for its weak spot. 
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SPACE INVADERS & ARKANOID 


I p Ono of Iht! coolest fea- 

^ ^ tures of Space Invaders is 

'fhi* option fo play on any one of four classic game screens, 
jiach of the color schsmes come from a different arcade ver¬ 
sion of the gome. You might have o favorite if you ployed (he 
jorcades in the early days; if you didn% you can check out the 
|retro options. 


A terrific feature of this Arkanoid 
Pak & an editing mode that lets 
you design youi* very own levels! 
WflGfher you want fo build up 
your block* breaking s kills ^ o r 
you're just expressing yoor 
ateve side, you'll get die 
to position three types o( 
pick (he placement of cap ^ey^ 
choose the fees that yo^friac^ 
and ^ven decide on a backdrop! 




The onginol Invatfom hod basic 
black* aid* white gmi^ics. 


The classic design had white 
Invedars on e f ulkcolor bockdrop 


•«««»" 




A tough design like the one' 
•shown above can put your 
bloc lujira eking tei«its to the 


Perhaps you'll decide that the 
silj^r and'Stra nger leva I 
d^liroanto muclfmore tun 


The 'cellophane screen dispfayed 
u rainbow of anasual stnpes. 


Another version hod full* color 
invaders sa a basic black back 
around. 


ultimate XiHif. 


Aliens tha color of your ship 
drop your foe's rows lend me 


The two*player Vs. Mode is a 
great addition to on already 

stellar'Pak. With the use of a 

* • ^ 

split-screen^ pjayerS'Compete 
to clear (heir own ainpace 
while trying to keep their 
adversary overrun with 
invaders. Besides givir^ you 
tho option of picking the 
number of matches/ the indi¬ 
vidual sidll level/ and the 
number of ships on your 
side/ this mode also ^ves 
you new types of aliens to 
destroy. 


"A^u¥>id has* (litM Ityo- 
mod.^/ two thi*^ 
up' h. “led -■cdmp-'tL 

i»pe- 

I ueperotfer. In otin rho<l>V 

p' 

• feanuih '*^hcy r*na 
splitscreen rece 

wife finfsVToif 

tirsT, iind in 

ijyiy 

the Jw^^d 


Pfiiyei^itake tems, clearing 
bifcke m the c lassi*^ ^tw pl;^ 


Destroying a green uivader will 
MNpo out 0 whole horizontal' 


ergeniei 


Shooting tha red invade will 
(naKe the mws of both players 
drop. 




Tha cnapurativa muduhas 
players team up to clear the 
scraaa. 


df shot this alien randomly acts 
firtce one of die invaders above. 


ff you can hit e UFO. you and 
your adversary will swap 
invaders! 


Players need to have great 
strategic skills to win at this 
game. ^ 


The old streteyy of clennng 
out the side rows still works 
well 
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SUPER NE5 
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QH^ PUMBAA'S JUNGIS 


’ T(ier 's do mih& just eat Or 

‘.2 t f ifen. Timon andPLifiit four fun 

wi>$ to p* lunsle day* j& ^die 

.J^aring. you'U^IKdEc ^vc biHba^ds* tndUdii^ 
s" »n ' fo/ P5nh ill ^ipncf^Hop :• 

jk SKobte>%igl^ptiooyScorw^ 

tb ifndtf if ^nd «nd pi *v^^uti|BM^*npt^'quitt 
'«6 'firopt^ t' ^fWlftfer Tb«^p06jri5 i%^e d^cpUy set' 
fin^v. ,.onc oiAwo play aid rontrolf 

foi 'anusic 3lld soutid The scora 

r dent -your hi^H at score during pKy 
^ession^ butth^^y dou^t $a\tf if-you turn 
th ^ imc off. i 2S9r'< 


Just ^omt t . sipn and l\m m an' fumbk . will rice tier to it 
*^0X1 ms forlht cnoson .im« to btidi. 


Pumbaos M bas agood 
range and is capable of scor* 
mg points by swatting bugs 


4 


H you hit e bunch of bananas, you'll earn more belching power 
But oven the fruit can hurt Pumbaa if K hits him often enough. 


r\ 















4 bickiffii 


thfl ball I 


n« iltpfiarttwhtaMim 
\ you spacml optEai.**" 


Uihtup^tCaUBItt- 
ttrsloscaring loints 


L Knock down the hyaius 
- to spell HakimaMetata 


Hitth&|?ibnrst«^ 
ictivat. th** iiaw' 
irintA^tiiiliers. 


Eatre bells are delivered 
along the skeleton tracQ 


Here's how to earn big pointMi jungle PmbelL If you 
knock the ball into one of the open hatches, the ball 
<y>pGars in the elephant wheel where it activates 
Double and Triple options. Evot if you don't get the 
multipliers, you'll 9^ something good such as an Extra 
Ball or Save Bali. Lifting up the Hakune Matata sign 
by bop^Hng hyenas results in a big score. Keep the ball 
in play by nudging it using the tilt jiggle button, .hut 
only hit It once or twice in a row to avohJ tilting. 


Jungle Pinbaii will keep 
pinball wizards looking 
for lizards, not to mention 
other forest dwellers, 
while racking up huge 
scores. The board features 
three paddies, lots of Lion 
King characters who keep 
popping up from the 
hatches in the middle of 
tiie board as targets, and 
plenty of action along the 
side bumpersto keep your 
aiming skills sharpened. 
Long after you've tired of 
Buiper and the other 
games, Jungle Pinball will 
keep players Involved. 


With each tlipper movement 
the lighted letters in GRUB 
chesga. 


The gator ratsms the ball to 

S when you have Save Bell 
rated. 


Cntters pop ost of the centre! hatchea* otfenng tfiamaalves as 
targets It yoa catch tea bell, you can y»it and hit the animals. 
When the ball is on the side, sse tea tilt jiggle to clear it 






m eUMBAA'S JUNGL 


ThL very much Irkw 

classic arcade ITmon use th. 
drrfting hippos and logs to cop^bugs \rxl 
'points. You cm jump on the^mn in th^ 
middle of the rivei^ as welk but h i£h Oi^ 
far fae ,4ators who PM bv. p^dling on 
dii.4r bade. Thi*ce^s not a lot of strategy, hut 
rt is easiestto reach any ^ven pdnf on fae 
fiver from the ston^ in the middie. 
AlsOf make sure you jump squarely onto a 
p )ssin^ ob> K&lt yoifre onty partially liriMt 


Cross iha rmr. 
thi near bank ano nag the 
flower.Aspect. . . 
itamappavk . 


up, 70011 end^p fc<din^ 4 ( ihK Look far sped 1 
i 1 tens.tiv>t '.ppenr from time to time and ring tile 
^ flowin'ontiic IK iT side of th ^ riven « 


Sling shooter is you> h idc shooting 
galiery, only you don^t want to shoot 

^'bad'' animals 


Everything, j[ust th 
Xllhbu^h A b h^fd to telj 4h^ 
differ gonrd nd K ^ Jjp 

inir" iH ft ’Ctiofl H* fun. ^ 

birds, tish tnd even swarms ^ ^ 
f>f bees appeir io th< scene Jf von hit 

animus you^ll e^ijp moiii& But if you bean a 
jgooclL,>yoii/J[riose animals—the ones 

tii'^t loojt as if thv-y were p isjt^ together using 
cardboard • are alw'iys worth something. You can 
activate speci J pveqts, too. For example, if you 
shoot the fish in the waterfall, you 1 l open a hSd« 
den cave. When you size it all up, Sling Shooter 
and tile othar Jungle Games have anough surpris* 
es to keep young Lion King fans roaring. 


Thi real diitat^r turns out ta 
be a g>v jd guv Save your ammo 
far the carii^. ird gatar 


If you shaot tha bird's agg. if will 
turn inta a ^lecial cupcake. 




















Bandars 
Tamagotchi for the 
Game Boy will have new 
creatures and new features 
when it’s released this fall. 
Check out the latest devel¬ 
opments in Tamagotchi tecK 


CSn997 Bandai 


Egg-cellent Choice 



Virtual Fun 


Chances are you know* at least one person who has adopted 
one of Sandal's immensely popular Virtual Reality Pets, other 
wise known as Tamagotchi Now the Tamagotchi arc being 

rounded up and turned into a Came Soy game, 
and they'll be gaming new features in the 
I ^ process The new version will 
• include 12 new characters^ a save 
feature (which will allow you to 
turn off your Came Boy and 
return to your pet later), the 
option to care for up to three 
pets at once and the ability to 
set the game dock's speed Even 
if you already own a Tamagotchi, 
the Came Soy version will be more 
than worth checking out 






Wh ich ess ? 
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As in the original game, 
the point here is to keep 
your Virtual pet healthy 
and happy for as long as 
possible, until it returns 
to Its original home in 
cyberspace When you 
start a new game, you'll 
be sent to the Egg Room 
to select and name your pel Your Tamagotchi will then be 
transported to its new home where irwill hatch 
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NINTENDO POWER 



















TAMAGOTCHI 




Most of youl time will be spent on the Home 
screen caring for your Tamagotchi and monitor¬ 
ing Its progress as it grows and morphs into new 
forms While you'll have lo take care of most 
functions manually through the Home control 

panel, the 
game will 
save -auto- 
mati ca M y 

With no'commands fiom you Be warned the Home option will 
not take you to youi pet's Home This command will send your 
Tamagotchi back to cyberspace While you'll be able to save and 
view \ts final stats on the Memory scieen, you won't be able to 
access it again 


Home Sweet Home 


Control Panel 

Wo don't think parentirig will evei be easy, but feeding, 
cleaning and monitoring your Tamagotchi will be a snap 
with the comp I eh e ns I ve Home control panel We've out¬ 
lined each of the panel's buttons and its function To acti¬ 
vate a button on the control panel, simply use the Contiol 
Pad to highlight it and press the A Button 



If you're having a pi ob.em oi you need some advice, check 
with the Pi ofessoi He has the answers to some of the 
morG< common questions on Tamagotchi parenting 


nv] original Tamago tc hi o perat m real time In t his ver* 

sion.anhoui ofgamn time passes in m'nutes Press the 
-^ Clock Button to speed up time while your pet i$ asleep. 

If you're curing for more than ona Tamagotchi, 
each will have its own Home screan Highlights 
pet and press A to visit it. 



The rest of the control panel is lad out along the bottom of thn Hoid^ 
screen >bu II be able to control every aspect of your Tamagotchi's envi 
ronment and upbi inging, from feeding and cleaning it to playing educa¬ 
tional games and entenng it in daily tournaments 

Flush 




As with all living things, 
the Tamagotchi eat and, 
wefi, for want pf a better 
term, poop The Professor 
has yet to comt up with a 
method foi potty training 
the little buggeis, so you'll 
end up with sr bit of a 
mess seveial fimes daily 
Luckily foi you, you can clean things up with a touch of the 


Flush button. 


PraiM/Scold 



This IS one of the moie mys- 
teiious areas of Tamagotchi 
caie Piaising and scolding 
are important tools for devel¬ 
oping your Tamagotchi's 
chiractei, but you must be 
caieful how you use them A 
Tamagotchi will often react 
well to piaise, but too much 


praise can turn a good-natured pet into a spoiled bint On the flip 
side, a sctolding can be good discipline for a naughty Tamagotchi, 
but if you're too harsh, it may become bitter and resentful 

¥ i 



Itoalth Screen 




Oh l.l d B Anri RTeifl 


The Health Screen will give you 
an overall pictuie of your 
Tamagotchi's development. If 
your pet IS upset or sick, tiiis is the 
first place you should look before 
deciding what to do If the Life 
meter is low,, you'll know that 
your pet is hungry If the Fun 
meter is empty, then it's time for a 
snack or an amusing game An empty Deed metei may indicate 
d^at your pet has pooi character or is spoiled 



lO 
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^ Deec 



Light Switch 



When It's time for a nap or a good 
nighfs sleep, be sure to turn 
the lights. lf>ou leave them on, 
your Tamagotchi may not sleep 
well That can affect its mood 
and, in the long run, its overall 
chaiactei Thu lights will snap 
back on automatically when Fido 
wakes up. 


VOLUME 101 ^ 


GAME BOY 


































































































Tamagotchi Games 


Tamagotchi games are not 
only fun, but educational as 
we/1 You1l find youiself play¬ 
ing the Smile game a lot to 
keep your pet's Fun meter 
filled to capacity, but you'll 
also have to play the Study 
game to develop Its IQ and the 
Sports game to help it build a 
strong body Your Tamagotchi r 
but It will often change its mir 



ly refuse to play a game at first, 
if you ask again a little later 



Watch your pet and press Left when 
It looks to the left or Right when it 
looks to the right 



In the Sports game, you con make 
your pat look in a given direction but 
itwii move on Its own 


Meals and Snacks 

To help ensure that your 
Tamagotchi grows up to be a 
healthy adult, you must feed it 
good food on a regular basis 
Rather than letting your pet go 
hungry and then making it pig 
out, check Its Life meter often 
and keep it at a consistent 
level Each Tamagotchi has a favorite type of food, but giving it a 
bit of variety once in a while can't hurt it Ice cream and cake will 

build up your pet's Fun meter, 
but those empty calories won't 
do .inything for its Life meter 
Don't give your pet too many 
sweets, especially when it's 
young Besides getting stom¬ 
achaches, your pet may even¬ 
tually morph into a character 
that IS always in ill health 
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Tamagotchi Types 

As a Tamagotchi matures, it will morph into different forms 
We've listed the various types on the following pages according 
to the If relative ages, but keep in mind that there's no set pattern 
to Tamagotchi development Individual Tomagotchi may morph 



Babytchi 



This Tamagotchi hatchling's favorite food is breed 
(outlined in green) while its least favonta food is 
carrots (outlined in red) Feed it stcaddy 


mTENDD POWEK 


^ Medicine 

If a black skull icon flashes on 
screen, that means your 
Tamagotchi is sick, and you'’I 
have to give rt a shot or a pill to 
cure It Illness is brought on by 
bad care, so pay attenton to 
your pet's needs General 
neglect results in the flu, too 
many snacks cause stom¬ 
achaches and failing to Flush 
causes diaper rash Different 
types of Tmnagotchi may need 
different cures for the same ail¬ 
ment On the following pages, 
we've outlined basic in forma 
tion on each Tamagotchi type. 



each Tamagotchi is a series of 


including which medicine to 
use for a given illness Beneath 
three boxes The first box shows the cure for the flu, the second 
shows the cure for a stomachache and the third shows the treat¬ 
ment for diaper rash Young Tamagotchi may need a double dose 
of the appropriate medicine 


at different ages, and there's no guarantee that a Marutchi, for 
example, will always develop into a Tamatchi As we've said all 
along, your care will affect your Tamagotchi's growth at every 
stage of Its life, ns well as determine its lifespan 

— ^4 

Shirobabytchi 



All Tamagotclii will start off as either a Babytch or 
aShirob^yfchi Shrobabytehr's favorite snack (S 
cake, but make sure to feed it a proper diet 























































































Marutchi 



The round-faced Marutchi is distinguished by its 
happy-go-lucky attitude It^ fond of naps, so turn 
out the lights when it starts yawning 



Tamatchi 


This IS probably the most crucial stage in a 
Tamagotchi's life If you care fora Marutchi very 
well, It will morph into an active Tamatchi 



Kuchipatchi 


Mellow and aesy going, Kuchipatchi isn t demand 
ing, but it^ not ambitious, either Some extra 
tutoring will be required to develop rtsICL 



Mametchi 


Coun t you rse If a q oo d pare nt if you end up wi th 
Mametchi it's the Tamagotchi equivalent of a 
mothumaticel genius and very pofite, to boot 


Tonmarutchi 


TAMAGOTCHI 




HI0H 


Tonmaajtchi may look like Marutchi, but Jt s much 
grumpier than its cheery cousin IIs a nervous sort 
and [ikes to hide in small or narrow spsces 


9 



Tongaritchi 


Tongaritchi is not much more developed than 
Marutc hi o r To nm arutchi It's s I ow and s poi Ic d, and 
you'll have a tough time building \\s Deed meter 


n 






Hashitamatchi 


Like Kuchipatchi, Hsshitamatchi probebly could 
havp used a little more TLC when it was younger 
It s usually content, if b bit lazy in the mornings 


Mimitchi 



' Mr Long Ears" loves to study and is not far behind 
Its cousin, Mametchi, in the smarts department 
6o^ would do well in the academic tournament. 
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Ginjirotchi 


The quirky Qin|irotchi likes to go to bed early and 
get up fgte, but sleep must do it a lot of good, since 
It always has a pleasant {Reposition 



Pochitchi 


Pochitchis happy face belies its stubborn streak 
This dogHike creature likes imitating Earth canines, 
but It could use some obedience training 


Zukitchi 


This fouHegged Tamagotchi likes to pretend that 
It's the superhero Zukin ("masked man"), but it 
sometimes acts like a viliam, too 



Kuchitamatchi 


Kuchitamatchi is sm:ddle-oMh^e-foad kind ot guy 
It's generally ouiet and polite, but neither its IQ nor 
Its sports skills will light ony fires 


Nyorotchi 





Nyorotchi is the weakest of the adult types It's 
often i!l and always hungry It complains o lot, and 
neither praise nor discipline will help It 


mmo pomit 



Hashizotchi 


If you neglect your Tamagotchi when he^ young, he 
could turn into a lazy Ha^izotch: This adult 
Tamagotchi likes naps and not much else 


Kusatchi 



This strenge, plantHikc creature needs lots of sun 
(for photosynthesis) but just a little food It likes to 
stay up nil night and sleep dunng the day 











































































































TAMAGOTCHI 



A voracious appetite andsmeitY arejusttwo 
of the infamous Tarakotchi^ vices It's also surpris¬ 
ingly sdfishfor an adu;t Tamagotch' 



Takotchi 


Takotchi has modeled itself after Earth squid, but 
Its multiple limbs don't give it any advantage in 
sports Its^n average adult Tamagotchi 


Tournament 

If your Tamagotchi 
IS particularly 
developed in one 
area or another, 
you might consider 
entering it in one of 
the Tamagotchi 
Tournaments, held 
daily between noon 
and 4 00 pm 
There's a Race for good 
athletes, a Knowledge 
test for scholars and a 
Beauty contest for 
Tamagotchi of good 
character If your 
Tamagotchi wins any 
one of the contests, it 
may qualify for the 
Tamagotchi Hall of Fame If 
you're interested, visit the * 
Professor promptly at noon to | 
sign up 




Crave the Egg 



When Bandai 
released the 
original 
Tamagotchi 
in North 
America last 
spring, one of 
our staffers braved 


0 




long lines and crazed consumers to secure us a sup¬ 
ply of the brightly colored eggs We were taken with 
them immediately, and though their insistent beeps 
often sounded at inopportune times ("Could you hold 
on to those sales figures for just a sec? Buffy needs a 
flush'"), no one seemed to mind the demand for time 
Once, a colleague of ours even turned around 
halfway through his morning commute to retrieve his 
beloved (but momentarily forgotten) Tamagotchi from 
home, only to ^ind ^ 
that It had expired 
in the meantime 
Now with the Game 
Boy version's save 
feature, adop 
tive parents 
will be able 
to tuck their 
Tamagotchi 
away before class or that 
important meeting with 
clients, knowing their virtual 
pets will be safe when 
they return All those 
"Tamagotchi day 
care" workers may 
soon find themselves out 
of their jobsl 



SUPER NES 


































































UfHERE IS THE SCIEIITIST III TEHIPEST CITV? 





D n the rtght side of Tempest City 
stinds a massive, gray warehouse 
If you keep aiming your Ballista 
missiles at the middle of the structure, 
the lights on the building will eventu¬ 
ally flicker and go out, and you'll dis¬ 
cover a ramp leading Jp to the roof 
Drive up the steep incline and shoot or 
ram the crates stacked on the roof The 
scientist IS waiting for you on the other 
side of the crates 




$10»09«?5 


Oil” 







This large warehouse on the nght side of 
Tempest City hides a scientist Koop shooUng 
It until you find the ramp leading to the roof 


Drive up the ramp and shoot or ram the crates 
on tha roof YoujI find the scientist inside his 
trailer after the crates dre cleared 




lUHERE IS THE J-BDltlB in HflGEnT TOIUERS? 




¥ ou'II need to find and use four 
other vehicles in Argent lowers 
before you'll be able to reach the 
J-Bomb Spin the Backlash around and 
slam the concrete block away from the 
walkway leading down to the pit con- 


$i090»675 


taming the Ram Dozer Get out of the 
Backlash, run down the ramp, and use 
th« Ram Dozer to push the TNT crate 
next to the wooden door After the 
door IS destroyed, you'll be able to get 
inside the tram Drive the tram 


$10909690 


through the tunnel to the Ballista. Take 
the Ballista to the other pit on the right 
side of the stage Blast the wooden 
doors in the pit, exit the Ballista, and 
follow the secret tunnel leading from 
the broken doors to the J-8omb 




•if* 


4 





Slam this concrete block out of the way and 
head for the Ram Dozer and the TNT 

mmO POWER 


. ^ 


The tram inside the tunnel will take you to the 
Ballista parked in the adjacent pit 


r - 

$109097051 

j 


1 

1 



Shoot missiles at tho wooden doors in this ^ on 
the right side of the stage to find the J-Bomb 
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HOlU DD I GET THE SUBRlRRinE? 


V oull be able to launch the Blue 
Marine when you reach Aquas, an 
ocean planet located on O^efar side 
of Sector Y To get there, you'll have to 
save Falco and fly through all the stone 
arches on Corneria, then follow Falco as 
he leads the Star Fox team to the Attack 
Garner After you down the earner, you'll 
fly on to Sector Y Ad you need to do is 
score 100 hits in Sector Y to reach Aquas 
and the Blue Manna 




S ave Fal CO, fo 11 ow h I m 10 the cai* ri er, th on sc 0 re 
at lea st 100 h its i n Sector Y to reach Aqu a s 


'ibu II swrt with the Blue Marine when you reach 
Aquas Use the submannetocornpletethe level 



L HGIU DD I DESTflPy THE CDPPEflHEflDS IH SECTDH Z? 




T he trick to destroying the six 
Copperhead missiles is to attack 
wrth charged lasers as soon as ROB 
64 sounds the alarm The missiles 


always approach the Great Fox from the 
left side, and if you charge up your 
lasers, your Arwing computer will lock 
on each target The missiles will be 


launched in throe waves The safest 
method for protecting the Great Fox is to 
engage the missiles while they are far 
away from their target 





Intercept thesix Copperhead missiles aimed at 
Gre^t Fox when ROB 64 sounds the alarm 


If you chargeup your lases your Arwmgis com- 
puter will automatically lock on each missile 


If you have time, you can repair your damaged 

tnr 










HDIR DD I DEFERT GORGDD III RRER 6? 


Arwing by f l^ng through theGreat Fox hangar 


.... 

S hoot the three energy balls Gorgon 
launches at you Then, as Gorgon 
shuts Its inner bay, start shooting at the 
clawed tentacles before they can whip out 








at you This pattem repeats three times 
before Gorgon unleashes an en^y beam 
Barrel roll to avoid the b^m and wait until 
tfie disk opens again Shoot the three ener 


248 


gy balls and aim for the Gorgon's core As 
you shoot, Gorgon will flash, indicating 
tha t y 0 u' re causi ng da mage Keep shooti ng 
until Gorgon is defeated 






Befor£> you can damagcGorgcn, you must dodqe 
his enaigy bail and tantacls attacks thrcF times 


Barrel roll to avoid Gorans energy beam. Y^ucan 
counterattack afte thebeam powers dowa 


Shoot away the three enegy balls, then target 
the thr^eyellow triangles on Gorgon's corR 

VOLUME }0) 
















































Y ou don't have to complete 
Arkangeisk's Runway Stage on foot 
You cm drive the tank parked out¬ 
side the nghr side of the building where 
you begin the stage Crab the airplane 
Ignition key, then run back to the other 
side of the building to the parked tank 
The tank's mam gun will make quick 


work of the missile launcher and the 
three heavy guns in the runway bunkers 



Greb the planes ignition koV/ then run to the 
tank parked on the other side of this building 



Select the tank s main qun as your weapon and 
quickly dispatch the runway defenses 



Pi 

HDUJ n I DPEli THE FfllluTl'"HITlWTIllWT? 1 


1 — 

1 g ' 


n s you explore the Facility, you'll find 
remotely locked security doors 
These doors arc control led by com 
puters T he compute rs a re usu al I y gua rdc*d, 


so you must aim carefully to avoid destroy¬ 
ing the tc rm I n a I To activate the door, stand 
m front of the computer and press the same 
controller button you'd press to open a 


door If the computer works, a message 
will tell you that the door has been 
opened If not, wait in the restroom for the 
scientist carrying the master key card 


If you destroy a remote console wait in the 
rostroom for the scientist carrying the key card 


Some sftcunty doors in the Facility are con¬ 
trolled by guards dt a remote computer console 


To actvate e computer, stand in front of it and 
press the same button you'd use to open adoor 



T he former 006 has a nasty trap wart- 
irig for you at the end of iht Water 
Caverns, but you can foil his pirns 


Leap through the portal and activate tiie 



automatic doors, then quickly retreat and 
crouch on the left sede of the door Select 
your AR33 and knock out the drone guns 
suspended from the ceiling If Alec can't 



see you, he won't give his guards the sig¬ 
nal to ambush you With the dnane guns 
eliminated, you can shoot the guards 
behind you and reach the exit unscathed 



Leap through these automatic doors leading to 
th fe en d of the Wat e ’* Cavern s, th on re trea t 


Stand outside the doors on the left side and 
shoot sway the drone guns with your AR33 


When the dron e gun s are gon e, you'l I be ready for 
the guards sneaking up behind you m \hG corndor 


NmENOO POWER 
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HDIU DD I GET PAST THE SEUEHTH STRDE III mm 3? 






■ .. * — ‘.v- 





the trees on the left edge of the screen 
Dodge the enemy running back and 
forth and pull the ball down one space 
Push It left until it crushes the exit 
block If you're going for a 100% 
score, be sure to grab the cabbage in 
the upper left corner With the exit 
block out of the way, you're off to the 
next stage I 


1 ■ F hile there are six weights In the 
III seventh stage of World 3, you'll 
need to move only three of 
them to solve this tricky puzzle You 
don't have to worry about ur'derground 
obstacles in this stage, but you don't 
want to plow up any more holes on the 
surface Tunnel through the holes and 
push the upper right weight right one 
space and up one space to 
location #1 Drag the black 
ball up to the hole m front of 
the entrance, then throw it 
across the hole so it bounces 
and stops next to the weight 
you just moved to location 
#1 Pull the ball left and 
throw It across the hole so it 
lands against the upper left 
weight Hop through the 


holes and push the center left weight 
fight one space to location #2, then 
slide the upper left weight up one 
space to location #3 You're done 
pushing weights ground All you have 
to do IS get the ball to the exit block 
Stand on the right side of the black ball 
and push it up to the edge of the hole 
Toss the ball left so it bounces against 



l-gD0-283-0?0? 

15150 pBrminutti.Cn||brsundi3rlS 
Tmedpbrencsl permission tDcdU 


(S2XiQ pprmriutu Callers undtiT 18 ' 
ncw‘dp'»rtnt'9' ptirnisaontoc^ll ) M 


Or write to Counselors* Comer 
PO Box 97033, Redmond. WA 98073-J733 


PIlOTIIflllGS GQ 


Qt How many endings are thero^ 

At Three. You'll see the best one vi^ien you 
nnrn purfect scorns in h|| of the missions 
and the games 

Q: Howdoiwarpfromdaytonight^ 

At Select the jetpack and fly into the tunnel 
abovuthewF'ter'all 


Qt I topped the best fime on ncourse, blit I 
can tenter my inrtials 

A: SHt the wuVL conditions to default. 


II: Why can t i control my goalkeepenn 
Shootout Mode? 

A: You can't control hi m until the ba li ha s be en 
kicked 


Ql Is there a way to turn off the exuberant 
announcer's voico7 

A: Nope But you can always turn down the 
volume on ycur television 


Q1 Whi ch tea ms arc th c best t o cho os e in 
the game'? 

A: Try Gorminy, Italy, Brazil or Argentina. 






























































































Nintendo Power 

P.O. BOX 97062 
Redmond, WA 98073-9762 



Quantity 

(Limit 5 of i*flch isdufi) 


#35402 

VhliifTwinn(SHoL 971 

#35401 

VnliinvfiaiAim H7) 

#35400 

VhlnfTv98(Julv 971 

f35389 

Vnliimr OTMiin^ 971 

#36384 

\/nlMmi»96IM^ 971 

#35387 

Volume 95 lAnr 971 
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Vhlijnw94(M^r 971 

#33550 

VhliimB92UOT '971 

#33549 

\frihimft91IORC. 961 

#32548 

\frtli ime 90/NfW 961 

#33547 
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#33548 
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#33544 
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#33543 

Volume 65 (Juna 96) 

#33542 

VnliimpRAlMav 961 

#33541 

Vf»liinv83(Ai¥ 96! 

#33540 

Vf>liinw62(Mar 861 

#33539 

Volume 61 (fab. 96) 

#27658 

Volume 67 {Da c 94) 

#3^14 

RarIVh! 60 851 

#33947 

RerlNAil 74 791 

#33946 

Ri.f M 66 731 

#33103 

.9atfVnl 5f 611 

#32590 

RatfVnI 44-49) 

#28404 

.9atfViL32 371 

#27127 

SetlVol 26 311 

#26641 

55etlVnl 70-751 

#20685 

.9atlVn) 1-51 


US 

Cinadian 

Total 

Pnc« 

Pnea 

Amount 
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S7J)0 

S 
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S7JD0 

5 

$550 

$7110 
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$700 
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$700 
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s 
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$24 00 

526.C0 

5. 

524 00 

$28 00 

$ 

524 00 

$26 00 

S 

524 00 

526 00 

£ 

S24 00 

$?6-00 
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#10987 

Strotftgy Guides 

Super Mar q Bros 3 {VdI 13) 

S5 50 

$7.00 

S 

#36304 _ 

Pleyars Guides 

_tod«nEye007 

$13 00 

$17SO 

5 


Stm Fox 64 

S13 00 

$17 K) 

S 

#08878 

ManoKirtSv 

SHOO 

S14 5Q 

s 

#34576 _ , 

DKC30kicK»Q^Ooy^'a'^i#ili^ 

S13 00 

$1750 

S 

#34484 

Supfci'IV1ano64 

513 00 

$1750 

s 

#04no« 

Suprr Mario RPG 

513 00 

$T7 50 

s 

#32586 

DKC2Diddvl5KoruQuriet 

$13 00 

$1600 

s 

#35973 

StotfMinoW:nd2'tbs^^laand 51300 

517 50 

s 

#30040 

Chrono Tngoar 

51800 

$2550 

5 

#32587 
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51S00 

$17 50 

5 

#oni43 

Oonkav Kong Country 

SISOO 

$1750 

5 

#70077 

Sugar Metro d 

$t3.G0 

S1750 

5 

#77846 

Street Figh tor II Turbo 

$1800 

$2550 

5 

#77fltH 

Mann Pa¥>t 

siaoo 

$1750 

S 

^25956 . 

Top Sec ret Pa ssword Book 

518 00 

52550 

5 

#78013 

Zelda—A L*ik to the Past 

$1800 

52550 

S_ 

#7A30n 

Supines 

$1800 

52550 

S 

#22403 

NES Gome Atlas 

SihOO 

52550 

$ 

#77847 

Graphic Nnvels 
legend of Zelda Comic Bod( 

$1300 

$T7 50 

5 

#77840 

Super Mane Advaour** Coir c Aook 

$12 00 

$16.00 
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Player’s Poll—Volume 101 - 

This Halloween you could win some cool 
treats, but you won’t have a ghost of a chance Address 
unless you fill out fills card! Send It to us, and ___ 
we*ll enter you In this monk’s prize drawing. City 


Stale/Prov Z^osbil 

Code 


Age 

MBR#I 


1 i 1 


1 I 

X.i—I— 


“1 1 


(Locaisd ■b'vt youf nwnt en Ui» rnaUng laM) 


{_ I 

Telef^one No 


Check out the list on pegp 106, thon wnte down tho numbers for your 
five favonlc games in order of proterence, with your top choice first 

A Super NES 1_ 2 _ 3._ . 4_ 5_ 

B Gemc Boy 1_ 2. 3_ 4_ 5_ 

C Nintendo 641 _ 2_ 3_ 4_ 5_ 

D Which five products ar« you most interestc<f }n playing? 

1_ 2_ 3_ 4. . 6_ 

E How old are you? 

1 Under 6 2 6-11 3 12-14 4 16-17 5 18 24 6 26 or olde' 
F Sex 

1 Male 2. Female 

G Do you prefer games besed on familiar characters (Star Fox 
64. Yoshis Story) or new characters (Ban|04<a200ie, Mischief 
MoKers)*^ 

1 Familiar Characters 2 New Characters 3 No Preforenco 
H Do you prefer sports games that feature roaJ players’ 

1 Yes 2 No 3 It doesn’t matter 
I Are you Interested in games based on movies or comic books’ 

1 Yes 2 Sort of 3 No. I prefer games based on ongina! ideas 


J Are you interested in Game Paks based on arcade or PC games’ 

1 Yes, if they’re exactly the same as the ongtnal 
2. Yes, but they ehoutd be improved end heve bonue features 
3 No. not egetni 
K Do you like game sequels? 

1 Yes 2 No 

L What do you like tc in a game’s ending sequence? 

1 Along, cinematic finale 2 Bonus options and codes 
3 Both 1 and 2 4 The ending :s not important to me 
M Do 2-D sidn-scrolling acbon games like DKC or Yoshi's Island for the N64 appeal to you’ 

1 Yes 2 Sort of 3 No 

N Do you like 3-D first-person perspective games such as Doom ^nd GoldenEye? 

1 Yes 2 Sort of 3 No 

Tnvia Question Which game teatured ir^ this issue Is based on characters from The Lion King’ 
Answer_ 


Mall in your card now and keep your fingers crossadi 


BACK ISSUE/PUYER’S GUIDE ORDER FORM 

Catch up on the classicsl Order from among the Nintendo Power 
issues listed on the back of this form The prices shown include 
the cost of shlpFxng and handling 






Cvf Sme/Prav 

ZI^AkoI Code 

f ) III 

1 1 1 1 1 1- 1 

diftdc macfMiH of iiaymoni' 

Q Chcfk K M*ney Order MucorCard Q Viu 

F’lemMnhlp No 

Cradle Carti Numtar 

Expintirv) Dare 

( ) 

Cvdlieldar’s Si^naUrra 

Telephone No 



With SD many new games out this Halloween season^ the 
thought of mastering all of them can be pretty frightening. 
How do you defeat that spooky boss? How can you creep to 
the next level? YouMI find all of the answers In our back issues 
and Players* Guides. The pros at Nintendo reveal your favorite 
games* tricks^ treats, and dark secrets^warts and all. And to 
make your goose bumps go away, spend a dark and stormy 
night with one of our Graphic Novels. So don*t be scared—just 
send your order form to: 

Nintendo Power Magazine 

P.O. Box 97032 

Redmond, WA 98073-9732 


^rnb^ldfr*! Nuiu 

































































PATCH THE 
CHAMPIONSHIP/ 
ACTION FROM ^ 
VIP SEATS! ' 


kdat Crims^ 


SW4C 

atidfJ 


W 

T-SmKTS 


f THQhic 

^1997 Brunswick Is n ruqi&t-rid tradenvifk 
of BrunswickCorpor.'itiorx Brunswick 
VVtor Id Tournament of Cbflmp ion9 and Zone 
ere trnderrnrksof Brisisw^ Bowling and 

r'nrn/Sr'Ytinn ^ 


GRAND PRIZE 

Go to the 
TournaTTieTit! 


YOUR VOTE 
COUHTS! 


OmetAL CONTEST RULE! 

^ IMrcIwM WMiwy fntsri 
HI sift tfes Flavfr% Poll 
PPto card V prtil yaur mm, 
sMran, MtpbsMMnlnr, Val Hf, 
^ dwaMWwttUia tdvra ^iws* 
^ MsyfimSVr jcrcvlMall 
wrtrytfthfcwMrsM; 


iNctuiii«M^S«roM ZONE 
BOWLING BALL AND BAGl 

BnmSWKK'S WORLD 
TOURNAMENT OF CHAMPIONS 
tROM THQ FOR YOUR SUPER NES! 


PLAYBISPOLiVOLin 
ILO D0XP7W 


«iit Jw pMMM ns InUr Him 
NwOTiMrimT WtHSiwtrtspoDsiUs 
far iMt sr vMIthImI Mil On sr alnut 
Naiawbar IE. ttf?. wtanars will la fan- 
rionly drawf fmn Mtang all alliiMa 
mia. By aacaptini (fmr $tun, win 
ima BBomt ta lha IMS af thairnwiM, 
phaiairapla. ar atlar Rkanaaaasfar Wa 
purpua af advanknaiMK ar proma- 
NsM aa bakalf al "fUMamNi Powar* 
maanna awl Nfalaado el Amariea lac 
(NOlO wltfKiat futhei aeiaptiuatiaA 
Priii» am Inrtad la am par Iwnsaftiili. 
GMneas af wiminQ ara dalarailnad by 
Nia ttt^nuBibaraf avtfias racatyad. Tha 
ntinaf prirwta entry canH dlstnlwtari 
IS fiP.lOOP»OM Na ubslitutnin of prizes 
la panafttuL' All prizes vM la awaidaS 
Ta racahie a list of wbmera, send yoar 
raquest Id ihe adrfrise efaova alter 
Novambar 30, 1997 GRMO PRIZE* *nfeQ 
Grand $ riza Wiaiwe wUI win a trip fartwe 
in the BninsWf^ WbrM ToomamaM cl 
Cfiampraos. WP seats lur ioumanwni 
rniches, n bewfing laason from a teor 
prO| a I custom Brunswick bowlino ball 
anil hag. wuf' n'’BnmsWtek Vl^ilrt 
locmdment el Chmiplvna Gama Pak fur 
Ihe Super NEl If iindar fB. the winner 
muei he eccompinied by e pureat or 
puenOen Hntof accQmmodbtians and 
rowid'tnp airfure are included. Exact 
dates ot llw trip and dasi Inatum are to be 
datarminwL Estimstad fatal value of all 
pnres is $5,000 Sanwj^ttrfcttarw apply 
Valid (inly In ttw U S end Canada 
VDidwdiereprohibJtedbylaw 
Not apan la amployeaa af 
NOA, its affiliates, agonclea ■■ 
or Ihejr hnmoduite fninfliei 
*nas cenlest is suhjeel >n nil 
federal state and local* JHk J 
tawR and repulanoas. 


SECOND PRIZE 


Third prize 

50 WINNERS 







•; ' 3 > 

o» PKC 3 
fel^s §UpS¥ NBS* 
Dsnksjf IC©ftf Xdttflt 3 
th^ Q&m% Se^ 
• > wiH feature 

% i < ' famfli^s 

^ ^ fsesi Ift sB" 

J new gt-afe^. 
y . S'ems det-aCk 

Qi the fame 
■ «^7 e^anfe 


Wnakly Kon^w(;ti-^Ifr'^ 

OL/t humor, adViCB 

and '^s^e s&vitrg ^ 
gB Services frortfli^’ 

^y Wrintcly Refuge/, w+iiie 
i / the Brothers Bear vytll host 
^ friendly card matching garnes at theit 
SheepV Shops No matter which 
1 , you'll find them 


SupeF'Camtboy CompJt/6/c 


©1997 Nintendo 
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DONKEY KONG^iANHS 


Barbas IS thR s6lf*appointHd Quaen 
of Capa Codswallop ma kay to 
^puncturing her pride wid be to bat 
Lurchins at her pointy puss 


A. Red Wharf 
5. Seabed Shanty 
C. Wrinkly Refuge 
V. Ford Knocks 
E. Total Rckoil 


F. Shecpy Shop 
O. Koco Channel 
H. Liftshaft lottery 
L Barbos Bastion 


A. Coral Quarrel F. Sheepy Shop 

B. Minkcy Mischief G. Riverbank Riot 

C. Jetty Jitters H. Miller Instinct 
V. Wrinkly Refuge 2. Bleak Magic 
E. Block Ice Blitz 


We'll start off our preview coverage d DKL 3 
with a look at Cape Codswallop, the per¬ 
fect training ground for developing your 
Simian skills Dixie and Kiddy will rttain their 
signature moves in this game, and Kiddy's 
rolling somersault attack could very well be your move 
of choice in this area Rekoil, the rubber-footed Krem 
of DKC 3 fame, is an ever-present danger around the 
cape If he hits you as you're rolling, however, he'll rico¬ 
chet off 

your back^'/;v j 
and out of>^sjL / 
your life, 


You II have to take 
refuge on roof of 
Bleak's house while he 
vents his icy rage 


Prmate Plains will feature many more types of 
landscapes than its name implies, including the 
frigid environs of Black Ice Blitz and the leafy boughs 
of Mtnkey Mischief If you can find Squawks the Parrot 
{)ust one of the five animal pals you'll encounter on your 
journey) m the tree based stages, you'll be able to proceed with 
much less risk to life and hairy limb Squawks and his egg attack 
will be more than a match for the acom-tossing Minkeys 
















Fewft®? 



You’ll havu to complete a cKil 
lenge in each Bonus Stag^ to 
win a Bonus Com Insom^ 
cases, you II havo to collect all 
the St«s within atiitit limit. 



It other Bongs Stiqcs^vour 
task will be to defeat ill the 
local Kremlings before the 
timer runs oicf, which is^me- 
fimes easier said than done 



Even rf you complete a Bonus - 
Staoechaii^E^.VOulloften A 

havfe to seardi^e stage for . , 

tho Bonus Co^ ; 

/ 



@ mimo POWER 

f 



Blackfbrest Plateau will include m 

gloomier areas of M 
Donkey Kong Land, including the B 
dink caves of Vertigo Verge and the 
wKqi^ murky depths of Surface Tension Look for the 
^ ^ rocket-1 ike Booster Barrels in the waterfall stages to 
launch yourself to the high ground* The guardian of the 
plateau is an eight-legged oaf named Arich, and finesse will 
likely be more effective against h’m than raw power Kiddy 
packs a punch, but Dixie's helicopter spin can put you in just 
the right position to pounce on him as he bounces low on 
the end of his web 


Tho skies will be sunier in Great Ape 
Lakes, but your disposition won't be, if 
the Kremlings have anything to say 
about It Elbe the Elephant may be both a help and a hin¬ 
drance in some of the stages Though her water spout 
attack can topple the nearly-indestrucUble Krumple, ilcan 
be awkward to use against other enemies Kaos will wait 
for you at the far end of the lakes, and his lightning attack 
will have you jumping for your life You'll have to keep an 
eye out for a way to jump above his metallic noggin 


A. Jungle Jeopardy 
S. Footloose Falls 
C Deep Reef Grief 
P. Wrinkly Refuge 


1 


I 


i 
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Inhere* would n selffaspect 
ing Kong be without these lit* 
tie beauties'^ Colfc^f 100 
t^nanas to earn ph setra life 
and one more ch^v^ceatfame 
and fortune . *“ 


E, WrinWjr Refuge 

G. Tutidva Slunda 

H. Redwood Rampage 

I. Arich Attack 


Balloons will come msevera* 
shnpus, but they will dll give up 
the same prize one e)(tra life 
A b;^loon may float up and 
out of rruige as you' 
approach it, so 
be ready to 

jump ^HP^'SlP ^*4 


Tin Can Valley will be 

the last regular area h , 

you'll explore before ul^ ' 

you enter the Lost World, 
and It has as diverse an 

environment as you II find anywhere in Donkey Kong Land In some stages, you'll have to 
switch back and forth between Dixie and Kiddy constantly lo defeat the ever changing dangers 
around you In Tropica* Tightropes, for example, you'll need Kiddy's somersault attack to deal 
with ground-based attackers, while Dixie's helicopter spin will give you the needed maneu- 
verabil.ty to weave through the maze of "conveyer belt" ropes and vines To top it off, K Rool 
himself will confront you in the last stage, equipped with a jet pack and a death ray* 


Bpar Coins and Bonus Coins are both 
legal tender in Donkey Kong Lind 
V\ftiil c e ach type of c om will sl rvt a 
^ different purpose, 

havi ng a I nrg e sup- 
/ plyofboth 

V \ "^ types will be 
y I essential for 

I /\’i unlocking 
the secret 
of the Lost 
World 


A. Tropical Tightropes P. Wrinkly Refuge 
8. Clifftop Critters G. Ugly Ducting 
C. Rickety Rapids K. Stalagmite Frights 
V. Sazuka Bombard I. K Rool Duel 


IIUUIIU* 


If you hivtfflneedin 
Donkey Kong Land, 
chances re you Dfmda 
barrel to fill it Barrels 
will teleport you to 
Bonus Stages, shoot 
you across gaps, 
change you into ani- 
mil friends ind more. 
Some times, though, p 
barrel will be just a 
barrel. 


^A mreSi^ 

i^re wlli be r 

V ‘d. fte 9 h^,:veal next fesift 




























Double your 

fighting fury thlsrHqmpMi 
fall when Midway re-release 
Mortal Kombat I and MortM 
Kombat II for Came Boy o^ i 
big twbi-toumamdSTPak! 


® M<»tal Kombat ' >1993 AccI aim Entertainfrtent, 
^nc. Mortai Kombdt "1^992 from Midway 

pHnjfactunng Company All rights reserved. 

Mortal Kombat II 01994 Acclaim Entertainment, 
Inc. Mortal Kombat II01993 Ucenaad from Midway 
Manufecturrng Company All rights reserved. 
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MORTAL KOMBAT IT 


VOUR 





•KANO ' -SUB ZERO 
•RAYDEN •SCORPION 
•LIU KANG •SONYA 


•LIU KANG 


KrrANA 

REPTILE 


•SHANG TSUNG 
•MILEENA ^ 
•SCORPION V 
•JAX f 


mTEHDO POWER 




























Liu Kang appears in both ] 
Mortol Kombal gomes and 
has two different fatalities, 
outlined on the left. Try his 
bicycle kick in MK11 by hold¬ 
ing Ihg A Button for three sec¬ 
onds before releasing. 


MORTAL KOMBATI&II 


TWO IN ONE 

If you've been scouring store shelves, searching for 
the Came Boy vmions of Mortal Kombat I and Mortal 
Kombat II. your quest Is oversow you can get them 
on one Came Pak. MK I Gr II is a combined rereiease of 
Me first two MK Came ^oy tKles, with every move 
andfeature from the originals packed Into one game. 
Link up with another Came and |day a two-piay- 
er match, or go it aione in Tournament Mode. Vaur 
ultimate goal? Coro arul Shao KhanI 


TOASTY 

The Toesty Guy eppeers wheo' 
mryoii or your foe exocutos 
20 upporciits Quickly lep Up 
and the Storl Bunoti when vd« 
SOS the progreiomer's fact. If 
yea react feat eaough, you'll 
worp to 0 socrot duol wrth tho 
goino% hidden fighter. Smoke. 


Depeadmg on which game you re 
playiiiQ, Uu ifeng has two ditterent 

fatelitv moves Y6u can execute his Summa Cut fatelity m MK I by pressing 
Forward. Forward, Bock end Uie B Ruttoa Bum year dofeoted toe la MK II 
by topping Down, Forward, Back, Back end Uie A Butloo 


vomEioi 0 


Sub-Zero's freezing attacks 
make him the coolest combat¬ 
ant both in MK I end MK II. To 
create e slippery pool of ice beneath your opponent's feet, tap 
Down, Beck end the A Button. You con pull off Sub-Zero's frigid 
fatality move In MK II by pressing Forwerck Forward, Down, A, 
then Forward, Down, FcMwerd, Forward, and I he B Button. 


Suit-Zero's MK I freezing fatality 
IS easy to exe Cite, press 
Forwent. Down, Forward and tap 
the B Button. 


Your defeated opponent will 
lose his heed over Reptile's 
fatelity. While your toe is reel' 
iag, press Back, Back, Down end 
the B Button. 


Reptile was such a popular 
hidden chorocter in the Super 
NES version of MK I that he 
was added lo Ihe regular line¬ 
up of tournament contestants in MK II. His tongue-lashing fatal¬ 
ity a favoHte with fighting enthusiasts, along with hl$ Acid 
$^it attack. To spew steaming acid in your opponent's face, 
press Forward, Forward end tap the B Button, 


GAME BOY 


















-du. 



Come here! Scorpion's Speer Attack is 
his up’close and personal trademark 
opener. You can reel in your foe with 
this move In both games by pressing 
Back, Back and the B Button. Try teie- 
porting behind your unsuspecting 
opponent in Mortal Kombat II by press¬ 
ing Forward, Down and the A Button. 


Scarpian^ saanng fire*lireathing 
fatality is included la both games, 
but you must memorize two differ* 
ant moves to use it Far MKI. press Forward three times aid then die A 
and B Buttons together. For MKII. press Start, Up, Up sad B. 


» fi 


It ' 


SHANG TSUNG 






PI I L 


_ _ _i 





A cunning sorcerer, Shang Tsung can 
morph into his rivals in MK II, but the 
best attack in his deadly arsenal is die 
dreaded Flaming Skull attack. To launch 
a flaming skull, press Back twice and 
the B Button. To shoot three burning 
skulls, tap Back twice. Forward twice 
and the B Button. 


WHAUC 


ZhAUG 

S» 











Shang ^ung^ fatality move will 
dram the life out of your van¬ 
quished opponents Staid within a 
body widdi of your opponent and press Start ata Up, diet raleaaa. Finish 
your wicked worh by pressmg Dowm and the B Buttoa 
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Mileena's Teleport Kick will trensport 
you f^* first into your opponent's face* 
To kick off the move, tap Forward, 
Forward and die A Button. To throw her 
pointed sals, hold the B Button for two 
seconds and release. Remember that 
you can move around and iddc while 
waiting for the B Button to charge. 







MiiaenaY fatality is the eostast 
move in the oame. Stand claaa to 

your apponant and hold thi A Button for three aaconds. If you time 
everytmag parfactly. Miiaeaa will inhaJe her dafaetad fees and spit out 
thiir bones. 




TAX 




Major Jackson Brigg's bjbnic arms can 

inflict massive damage. To launch a 

, 

Sonic Wave at your foe, press Forward, 
Down and the A Button, To execute a 
Ground Pound shockwave, make sure 
your foe is standing, hold the A Button 
for three seconeb, then release it 





in i<i 

SL. i£. 


Jax% dnublariistari, head* crush* 
mg fatolity will give your reeling 
opponents the mother of all migraine heodechoo. Hold the A Button end 
press Forward three times as you move in, than release the A Bultoa 
u^on you're standing in front of your foe. 


mTENOO POWER 


















MORTAl KOMBATIill 


Kaiio is a legendary thief skilled 

in the art of hand«to«hand com- iSilHVPWiPPH 
bat To throw a khife at your foe, yp execute l^eo^ kickieg 
Ptg^ Back, Forward and the 8 move, stendet least two 1 

Bu«.„. P,e» F„™art. D».n S&'rDjZ,?; 
and Backto somersauK In the air Forward end the A Button 
and spin into your opponent* 


Rayden possesses a deadly 
repertoire of electrifying attacks 
and teleportations* To execute a 

Lightning Throw, press Forward, **•■*“ *“ 

Forward and the B Button. If yOu want to teleport behind your 
unsuspecting foe, press Down and Forward* You gui also fly 
through the flir and dive into youf opponent by presang Back three 
limes then Forward* 


Zowlel Rayden^ electric fatality 
move is o reel shucker Steed 
next to your reeling opponent and 
prose Beck, Forward, Down end ' 
tap the A a^ 8 Buttons at the 
snmfl rime* 


^NYA 


Sonya has entered the Mortal 
Kombat tournament to catch 
the elusive Kano. Execute ber 
Ring Toss attack by pressif^ 
Back twice and the B Button* 
Try ^erSdssor Grab by pris¬ 
ing Down and Upping the A 
and B Buttons'together. .. 


Smye Blede^ Squere Vtave Flight is very difficult to ovoid Teke flight by 
pressing Fciward, Beck twice end Foiward sgsin. Wlh this move Sonya 
cen loop into the air end intercept e jumping opponent 1b execute Sonya^ 
fntelity, move eway from your stunned foe asd press Back tyvwe, 
Forward, then press the A and B Buttons et the sama time." 


SHAO KAHN 


Sbao Kahn is waiting for you at 
the top of the mountain in MK 
IL As the leader of the Mortal 
Kombdt tournement, this trver- 
grown tyrant is your toughest 
op|>onent. The real trick to 
surviving Kahn'ft attadcs is to 
maintain your distance* If 
you wear him down with 
your long-range, projectile 
ettads, you'll wirvin the end. 


The trick to surviving Kahn^ bru-‘* 
tnl attacks b to always keep your 
distance end begin the battle with 
loeg^raego, .projectile attacks. 


A08 mvo 




























W y©u m tracks a.'^oand the twists tnd I 

turns on Koopa Th^opa Bench's sarrdy ttack? You should | _ 

be able to trim sorrre*^HOu^-s.‘Cfinds off your sctKe 
you leap through the shortcuts .nd avoid rolling into the j 
sidestepping crabs and towering p Jm trees The fastest 

25 k .rt kings will dnv. awiy with four Super Power Stnmps, good for ctsh offx^t ge 
the I'Ust Nintendo Super Power Supplies Catalog 


Cl Jim 4 » Ifn f 

Mlsiian t A'li«r aliX 
P*»lll:liclHlv 

STAnSTICS. 

Tfmr lUt lN«wC»iiil Ar|j|iW«i 
l» | 0 «n Tlm«. ILlij 
A«M^I^« 4 . 7 % 

W*ip«nX jWK KF? S*vl«i 

She »tii: trv 

Kllll.ttf 12 nm% 


CHALLENGE #1 


TOTAL 5CSMJS 

f 093f 500 

0/0if£5r eOMSC 500HE 

40 000 

0/0005r’C0KJ0 12 

X CSOMT OB 

TOTAL OiSOM TAXEJ4 t4S 
TOTAL OMSPS 0 

00J£S UXeSVEMEO B 

ISOXIS PASSE3 3 


AOAM f/ncfia fifieu 
iAPTfMf 
lAPfOO‘^f9 
ufi3oosr2& 
IMPS oo'^cre? 
TOTAi Ofsrxi 


CHALLENGE #2 


AiTfiP 

Ofi/PeOCUAMfP 

mr 

prftt A*t 

<V(*vr 


CHALLENGE #3 


NINTENDO 64 CHARACTER MATCH QUIZ 


This month the. .ren , has the drop on Tetrispharg fan;*l^. 
ics: Wh it's your highest scoie in Single. Player, Time 
■*fial Modt^-without dropping a singje puzzle piece? 
You'll h we to stick to gravity combos to pull off'tf# 
pherromenal feat. Tak? picture of you^ scoring sum* 


many after^ifife t 3 ..xpired. The 25 highest Tetfisphei 
scores with the fewest totaJ dtOpi WilF Wir.itmr Super Power Stamps. 


Are you a good judge of chaiacter? It's time to mix and match* If you think you know your N 64 
titles, teke n shot at matching these video game heros, heroines and henchmen to their titles This 
quiz IS strictly for fun Look for the answers in next month's Arena 


Star Fox 64 
AeroFlghters Assault 
Mortal Kombat Trilogy 
Mischief Makers 
PilotWings 64 
Hexen 
ColdenEye 

Star Wars: Shadows of the Empire 
Killer Instinct Gold 
Dark Rift 


A. Kim Wu 

B. Liu Kang 

C Scarlet Zerai 

D. Dimitri Mishkin 

E. Barntus 

F. Marina . 

C. lbis 

H. Pigma Dengar 

I. Xizor 

J. Glenda 
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WAVE RAGE 64 

t She Up* Ground Pert wiue 

(Volume. 30 

Tommy Yoder .•<ldfl>.ey, WV 1 ;1 >.952 


Jesst Couch 
Anton Subido 
Mark Thompson 
Jeffery DeMcllo 
Robert Villaniieva 
AriAn Keilly 
Nik Meeks 
Cole Hiatt 
Adam Uhl 
Travis Allen 
Adam Pnee 
Chns Gingrich 
John MapJetoff 
Brian Kress 
David Schntz 
Jeff Derrenbcrger 
David Hendrcn 
Derek Edwards 
Bobby Miller 
Jason Smith 
Curtis Bjerkc 
Matt Leto 
Adrian Sheffield 
Larry Marsh 
Mike Ccalanclb 


iSS 

Nelson, BC 
Roseville, CA 
Marysville, Ml 
New Bedford, MA 
Bronx, NY 
Center City, MN 
S^ial Mountain, TN 
Ottumwa, lA 
Sioux Gty, lA 
Spokane, WA 
Jacksonville, FL 
Page, AZ 
Saskatoon, SK 
Maumee, OH 
Soudertofv PA 
Fleers, IN 
Cross Lzmes, WV 
Layton, UT 
Newfleld, NJ 
Arlington Hts, ll 
Manhattan, KS 
Allen, JX 
Lcdyard, CT 
Rio Del), CA 
Avon Lake, OH 


119.989 

120 823 
1 20 886 
1 20 927 
120.955 
120-984 

121 0B6 
121304 
121 563 
121 580 
121.672 
121J525 

121 9S2 
122376 

122 601 

122 623 
122.942 
122.94S 
122,971 
123.174 

123 221 
123 293 
123 306 
123 341 
123376 


WAVE RACE 64 

Bust Times for Six Laps Around Marine 
Fortress (Voliime 96) 

Ryan Fenimore Middletown, DE 2K)6 B54 
Scott Penrose Barrtigton, JL 2i)6 950 
Tommy Yoder Rrdgeley, WV 2 13.6S4 

Steven Bell Scarborough, ON 2:13.77S 
Mark Thompson Marysville Mt 2.13 984 

Chns Schnepp Bethpage, NY 2r15.146 

Mike Maas Shorewood, W1 2?16 747 

John Mapletoft Saskatoon, SK 2 16 906 

David Lacoste Chateauguay, PQ 2*17 610 
aich.ird Cotwalt Glen Oock, PA 2 IB 887 
Scoff Bauer Stouf,hforv Wf 2.19.1 FIO 

Tony Nguyen Lincoln, NE 223239 

Zachary Asher CoL Springs, CO 223334 
Kendon BUde Norco, CA 224 616 

SUPER MARIO 64 

Collected 152 Coins in Wet-Dry World 
(Volume 97) 


Nathan Alderson 
Michael Oarber 
Curtis Bjerke 
Philip Brady 
Oirts Carroll 
Brian Coupe 
Nick Demarco 
Jesse Fnano 

Michael Fcrnetti 

Justin Fravendorfer 
Hector Caraa 
Richard Goodman 
Chns Heckman 


Nadiville, TN 
Stratford, CT 
Manhattarv KS 
VMirner Robins, CA 
Charlotte, NC 
New Hartford, NY 
Ok Grove Village, IL 
Corona, CA 
Hamilton, ON 
Madison, NE 
Ontario, CA 
Valley Mills,'DC 
Mi^ion V1e|0, CA 


NP 


Matthew iiblai ^ nvd^fgmAFB, GeioVii^ 

tarbera J(^an»on ^nnyval^CV 
Af^nder /oyce L *each, CA 


A A ]- 



Mike Kavanaugh 
Alex Kim 
David Lacoste 
Eric Lopez 
Larry Manh 
Mark McCracken 
Aaron Mecikalskl 
Nick Melendez 


Grand Kapids, MN 
Alameda, CA 
Chaleauguay 
Dallas, fX 
6io Dell, CA 
Marion, IN 
Tucsoi\ AZ 
North Lauderdale, FL 
latham, NY 


Brendan Murray 
Chnstopher Nandrca Olathe, KS 
Josh Nickerson Homer, LA 
CoHton Patterson 
Jimmy Pham 


Fred Prichard 
Jod Richmond 
Edison Rosendo 
Alain Savard 

Daniel Schwab 
Michad Scoles 
Braeden Shosa 
[im Stephen 
Stephen Swanick 
Mark Thompson 
JCTodaro 

Dan Tnpp 

Kevin V^n Daalen 
Robert Villanueva 
Bernard Whall 
Tod Wojtkowfok 
Usa Zoulanek 


Scottsvilic, NY 
Arlington Heights, IL 
Billings, MT 
Lexington, TN 
Kissimmee, FL 
St Jean Baptist de 
Nicolet, PQ 
Fairbanks, AK 
Saskatoon, SK 
Mt Vernon, WA 
Santa Barbara, CA 
Greensboro, NC 
Marysville, Ml 
Winnipeg, MB 
jdmson Cily NY 
Bay City, DC 
Bronx, NY 
Dorchester, MA 
Haddenfielcl NJ 
Olympia, VSA 


STAR WARS: SHADOWS 
OF THE EMPIRE 

Best time for Battle of Hoth—Jedi Level 
(Volume 96) 


Matt Wiles 

Bri^its Grove, ON 

4.44 

David Schulla 

Stratford, Wi 

421 

Michael Hahn 

Glendale, AZ 

425 

Adam Prttman 

Prainevrile, LA 

42G 

Andrew Pisatello 

Des Plaines, IL 

433 

Chris Schnef:^ 

Bethpage, NY 

437 

Travis Roper 

Hatfield, PA 

4*4S 

Cale Pigg 

Sullivan, IN 

4*46 

Matt Harbcck 

Lake Geneva, WI 

S:02 

David Alvaro: 

San Gabriel, CA 

504 

Scott Bauer 

Stoughton, WI 

5d)4 

Jorge A Jose Marquez San Juan, PR 

54)4 

Ryan Craft 

Shelby, OH 

s-os 

Lorianne Falco 

Biooklyn, NY 

S:10 

Jim Bamocki 

Toledo, OH 

S:12 

Joe Chisari 

Lake Grove, NV 

S:12 

Darren KruUka 

Freemoni, NE 

5:12 


TETRIS ATTACK 
Best Score for 1 -player. Time Trial Mode 
(Vdumt 96) 

Christopher Graves little River, SC 20,105 
Jason Sie Fort Erie, ON 14,403 


MCMXCVII 


KEN <iRil-FEy iR.% 
WINNING RUN 

vtostHom^ Rtin^ in D^rby Mode «efore 
Ceftincs an Out (Volume 95) 





Josh Sommers 
Tommy Yoder 
Chns Zhao 
Harley Moreland 
Josh Vos 
Adam Bourret 
Joel Finley 
Rrondon Panertz 
Dame) Yeager 
Jason VU 


Cbttage Grove, MN 10 HRs 

RidgdeyWV 10 HRs 

Woodbndg^ VA 10 HRs 

Orange Paric, FL B HRs 

Apalachin, NY 8 HKs 

Cranby, CT 7 MRs 

Davis, G\ 7 HRs 

Jefferson Gty, MO 7 HRs 

V^rminster, PA 7 HRs 

San Gabrid, CA 7 HRs 


SUPER MARIO 64 

Collected 151 Coins in Big Boo's Haunt 
(Volume 92) 


Steven Bell 
Adam Brander 
Chns Rrrtfain 
Henry Franklin 
9yan Freeman 
Ben Gregory 
Lee Harvey 
Chns Heckman 
David Heetner 
Tyler Huyeke 
ITiilip Kaestlc 
Dennis Lavailee 
Kenneth Phuong 
Aaron Pirtman 

Eric Santos 
Susan Schreiber 
David Soohoo 
Matthew Troung 


Scarborough, ON 
Aurora, ON 
McHenry, IL 
Portland, OR 
Sidney, BC 
Kaysville, UT 
Newport, NC 
Mission Viejo, C\ 
Middletown, NJ 
Bend, OR 
Mercer Island, WA 
Burford, ON 
Lake Forest, CA 
Couverhwr, NY 
Hayward, CA 
Olympia, WA 
Huntington, NY 
San Jose, CA 


Jeffery Van ValkcnburgJr. Plattsburg, NY 
Butch Wade Bafcsville, IN 

Cajtiin Worth Pans, KY 

STAR WARS; SHADOWS 
OF THE EMPIRE 

Best Time for Completing the Astenod Field 
on Jedi Level (Volume 97) 


Anthony Rossello Rensselaer, NY 
Paul Jones Mesa, AZ 


Tampa, FL 
Palos Verdes, CA 
Alexandria, VA 


laszio Phillip 
Kevin SenzaJo 
Robert Dalton 
Danny Jamison 
Ryan Craft 
Jason Mundell 
Kevm Pinnegar 

tononne Fulco 
Ryan Everoski 
Andrew Beckett 
Eric Worden 
Jeff Robertson 
Darren Krafka 
Chnstopher Rouze Richmond, VA 
Joseph KozjdewKZ Webster, MA 
David Holcsinger FuKon, IL 


339 
3:44 
344 
330 
333 

New Kensington, PA 337 
Shelby, OH 4*01 

Okotoks, AB 4 02 

Memphis, TN 4 02 

Brooklyn, NY 4 03 

Halstead, KS 4 07 

Sheboygarv WJ 4.0B 

West Branch, Ml 4 OB 

Simi Valley, CA 4 09 

Fremont, NE 410 


Writo your name, address and Member Number on 
the back of your photo The Arene challenges fea 
tured in this issue must be received no later than 
November 10,1997 The top qualifiers will roceivc 


S^er Power Stamps Include your NB Ior Super 
N^S in the photo of your high score Oim the lights 
and then take n few photos without a flash If 
you ro taking e photo of a Game Boy, place it on a 


flat surfece Address entnes to: 
POWER PLAYERS'ARENA 
PO 80X97033 
REDMOND, WA 98073-9733 





The fastest battle on two wheels comes to the N64 

H miss the futuristic set¬ 
tings and sleek bikes in 
£xtremo-C The speed 
at the Extreme level is 
numbing, but the fast 
frame rate and cr^^tive 
use of concealing 
walls make it seem very realistic without popping poly¬ 
gons Of heavy fog layers There are times when you lose 
sight of your bike in the glare from explosions and some 
tracksur^cet^^res are hard to see 

Kopping your hike In the middle of the 
I rack IS the mam challengtv and it can be a BIG challenge, 
You can set up the Controller to any cunfIguMtiun you like, 


whicl^sarca^lus 

Combining racing and shooting may not 
be new, but Extremc-G doesn't fr-el like just a futuristic 
version of Mario Kart 64 

PSnSHitG fil Extreme-G delivers the thnl! of speed, 
and the multi-player and time trial modes should give 
It good replay value Just don't expect a deeply strate¬ 
gic game experience 

The throbbing engines of the bikes sound 
very realistic and the music keeps pace with the 
fast action o n the screen. ^Sj 

Scott P When you get jn the 
Fxireme C, zone, nothing can touch you 
Armond' There's a feeling of speed like / 
no other racing game out there Sonja / ' 

Hook n up to your stereo <in(J rockJ / irJ 


« Acelalmr'$4 Megabits 
^Mo 4 players slmuitanee'^siy 
Savu FeatUKC and Passwords 
>Xontroiiar Pak ind Rumble Pak compittbia 
<'f2 trdcks 
^vTiires spe.tds 


flCIian 
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a chance, they're 
going to love it We 

haven't seen a side w/ffSKPU^KK^M 
scroller of this cal 
iber since Super 
Mario World 

Okay, noth 

ing IS perfect T*^'. WIT 
music in Mischief I 

Makers will drive you 
nuts within the first hour if you leave it on 
flf 1111 "I *i1 LesI le A nsme f:=ins wi II love it, b< 

the play control can be frusirritng Ench. The 
music made me Wtint to pull my hair out, but 
the variety kept me interested Honty Young j 
themes but tough play control / 
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Nintendo^ '( Mtgtbits 
1 Piayar 

Gams Pak Save^ Feature 
IVfo memorv slots 
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SCO.IES 


ilr-'M 


• Video System/64 Megabits 


• 1 or 2 piiyers slmultuteouely 


• Gsme Pafe MtmorYSeve 


' Rumble Pik compatible 


«10 stages 


* VS. nHtche$ 



Dogfighting takes on a new dimension in Aerofighters Assault. 


Some of the battlefields, such as the desert 
and ocean, turn out to be more interesting than others, 
but all of them are target rich and detailed The posi* 
tion of the sun has a dramatic effect on your view, par¬ 
ticularly if you try flying straight at it (Not recom¬ 
mended ) The explosions are terrific 

The analog Control Stick is the perfect 

control for this type of 
Even so, players 
who aren't familiar 
with pitch, yaw and 
roll miy spend a lot 
of time slapping into 


Video Sysicm wonled 
2 


Aerofighters to be a 
cross between a sim and an arcade shooter The game 
succeeds in much of this Some of the battlefields are far 
more sci-fi than you might expect Loss exciting is the 
two-player option, which can be tedious, especially 
w hen It descend s into an endless circling chase 

Flight Sim fans prefer realistic control 
and graphics, and that's what they'll get But action fans 
should be aware that Aerofighters is no roller-coaster ride 
of thrills It isn't intendfeQ to be 

The flight sounds are pretty good, but the 
music IS a fairly standard set of action tunes 
You won'ibe running out to buy the CD 
pninnJnjjiCI Terry Wo need a flight sIm dyat 
really thrashes on the computer tides 
Aerofighters is very close 
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W?tch your step. This 3-D fighter puts you on the jdgs of perii. 

mining f .ctor in the 
outcome of battle 


[iHriiasilM The animation will g^ft ihc lion's share of 
ittention from Mace players, who are familiar with the 
avray L>t aMtUrs, moves and ‘^pi^C'al »'iTcrJs 
in the arcade game Like Dark Rift, Mace is totally 3 D, 
including rolauon iround the fighters, making good 
use of the N64's strengths Also like Dark Rift, the 

medieval 


saiscnmiii morp of I he samp tnurn^m.^nt 

S tuff witn a ftw twists 
Nothing notable 

Scott P. The chfiracrers are coo/, huf 
/77ayhe no/ coo! enough to stop the yawns for long 


fighters use weapons, although they are 
rather than futun stic 
rJfiHHfffH Hin Control response feels fast, but most 
combos are thrown using simple button sequences 
Don't expect complexity like that in Kl Cold 
Reversal 


defense to 

offense, are mo re engaging if you work them out 

The use of dangerous settings where 
spikes or other devices can affect the battle gives Mace 
an added edge, but the settings aren't usually a deler- 


OVERALL RATIIMG 


mnCE: THE DERK RGES 


• Midway^ '6 MtgabHs 

1 or 2 players slmulhmeouily 

P'k Stv» r iaturs 
Controller Pak comp :tib1i 

• 12 rdpuljrflghtoi^, plus hidden cb'imctors 
^ Hatnaa date Octobar 1997 


CRrtPHICS 


SRTIS 
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TnrmrsnnKns 


toGd^nEye 

The annoy- 
mg sound of whiney 
F1 engines has been 

reproduced with hcad-splnting accuracy Thanks alot 
The radio advice from the pit crew is almost as . 
a^e engines 

i^^fecott P If you learn to stay off / a 
the /shoulders, you may learn to love f/?/s / ^ 
game Dan A little too specialized for the / 
average racing game player / e 


annovi 


OVERALL RATING 


I • UbI Sott/d4 Megabits 
'll 1 Playar 

t • Multlpiw Memory ^va slots 
f ^ ControKer Pak compjtibla 
I • 16 tr teks 

I • Rtiea»s date October 1997 
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Tl-u comical pnir from The Lion King host four jungie games for young piayors 


to young Lion King ' ~ a j m’ l . j ffg lW W 

fans, probably from about the igc of five and up, 
bee *;use the graphics ind sound are well done Th-four 
arcade-like games don't :(ly link together in any 
medningtui way, which (s unfortunate, and there's no 
comic relief exc ept for a few simple animations 
ESftlSTTJJTiTH Each game is fun, but long term 
replay value may be limited by the simplicity of the 
gaming experience Of the four games. Jungle 
Pinball, IS the most fun and involving, especially 
as you extend play 

BililiUl The belching sounds in Burper were 
notably gross—^just what the warthog ordered / 
iwitunnaiTi Pau’ Why does this game get / 
any sco/e at aili Because it does what it sets / 
out to do for kids Scott P Ditto, Paul / 


Many characters from 
Disney's movie play 
vnn^^ roles m these 
I tour games Tlmon and 

__ « Pumbaa are usually at 

■ ■—^ ^ ^ center stage, but all the 

characters and anima- 

—. ^ Disney feel 

The Jungle Pinball and Sling Shooter 
games have intuitive controls with quick response 
Hippo Hop, a sort of Frogger game, has a problem with 
hit detection with the result that you may wind up in the 
drink more often than you should Lateral control of 
Pumbaa in the Burper game is a brt slow 
iT.liUMilMrUil Make no mistake, this game will appeal 


OVERALL RATIIMG 


Timon & pumenn's juogle grities 


THQ/12 Megabita 

2 pTiyars .^ft: /Dating 
4 Jungle gam»» 

Rek te dut« OetoJ9»r 1197 
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souno 


comiTiEnT 
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III the anginal game, 
you slid the gun from 
left to right and shot the 
approaching aliens In 
this game you still do 


OVERALL RATIIMG 


SPRCB inURDBRS: THE QRIGIHRL GRRIE 


Nint$ndo/2 Megabits 
' or 2 pisym ssnultaneously 
No Save Emotion 
Extra modes of play 


«flnpf0=3.a 


An arcade classic returns with some new twists tor 

GR^sITD® Before you start thinking that something is 
terribly wrong with the graphics in this game (like they 
must have been programmed by a particularly unartis- 
tic aardvark,) please remember that video games used 
to look like this The graphics in this Super NES ver 
Sion include the following original screen types the 
upright cabinet with the asteroid background, black 

and white with celo- 
phane and without, 
and regular color 


the Super NES. 

pffiiTSPiTSTtalt 

Yes, there are aliens, but don't expect Independence 
Day The only difference from the original game, is the 
two player Vs Mode, which appeared previously on 
the Super Ga me Boy version of Space Invaders 

it you were hooked back m 1978, you 
may gel hooked again Fans like it Everyone else will 
find It simple and repetitive, but challenging 
Irlijiipii^ You can play with the sound on, but why 
would you w ant to 

IBHffMHHH Terry / used to live this I can't 
believe Scott doesn't love n Scott P f was never 
a huge fan of the original and this is just that 
and nothing more Arrr.ond All this game 
has done is invade our space Scott D It's 
Space Invaders, what more can I say 
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Thre^^ two-player modes, including one cooperative 
g-’.me and a h.jad-to-head, split-screen m itch, rr ^ke 
Duti llAgat*: :> re*»igcrir The 12 diaractef password is 
ridiculous, but a small price to pay to avoid having lo 
repeat rounds 

This IS a great game to plug In for some 
quick tun, but we also found ourselves spending long hours 
in the Arkanoid world, in both one and two player modes 
lt*s simple, but fun, and it should be priced right 
WillilU The primary sound is a deep, mechanical 
pounding, sortof like the sound a starship's engine 
might make rf there an atmosphere in space I ^(0 
HiTillllTllTEI Scott P It was a real blast from A 
tho past, especially the two player mode / 

Terry ar^d I nre now at wari Paul A classic / fe ‘ i 


Generally, play con¬ 
trol IS just a matter of 
back-and-forth move¬ 
ment, but some 
power-ups add an 
extra dimension such 
as shooting It's all 
very intuitive 


OVERALL RATlIXIGi 


Nint«ndo/4 Megabits 
1 0 f 2 players tlmultanteusly 
Pisswords 
3 Multlpisyirtnod is 
Endless 1 <-play';r rounds 
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GRftPHICS 
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Nintindo/4 Megabits 
• 1 Player 
i Worlds 
> S stales 
72 bonus arw 
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Dixie and Kiddy Kong set out on a new adventure 

■n;^ia;iiiw 

This IS the best of 
the Came Boy DK 
games to date The 
mam characters 
sttnd out clearly 
from the back 
grounds and the 
animation is smooth 
^roughout When playing on Came Boy, you may find 
some blurring, particularly on seff-scrolling stages Blurring 
isn't problem if you plug into Super Game Boy. 

Precise control combined with excel 
lent animation result in a great game play experience on 
either Came Boy or Super Game Boy 

Rare created all new stages for this 





tor Game Boy. 

game, but included 
many of the characters and themes from Donkey 
Kong Country 3 Since only one mam character 
appears at a time, the two-character throw moves 
from DKC3 are missing On the other hand, you'll 
find vehicles like the toboggan and animal helpers 
including Enga rde and Squawk 

SD Just as in DKC3, there's a lotto do and 
see The bears are back and various Kongs help out, 
too The map layouts and baddies make for a slight¬ 
ly less challenging game than DKC3, but the fun 
!evf-l 1 ^ very high 

knliiiO Expect good sound on either Came 
Boy or Super Came Boy, 

!*■'. Henry Excellent game con¬ 

trol It captures the feclmg of the SNES DKs 
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bandal/4 MagabKa 
1 Piayar 

Bcttary-backad mr tiory 
i Save slots 


r / ■ 




strange creatures are hatching out on Game Boy, 

/\s anyone who has played the original key- 
chain version of Tamagotchi can see, the Game Boy graph¬ 
ics arc definitely a step up, altf^ough they remain fairly lim¬ 
ited In spite of the simplicity of graphics, the meaning 
of some of the icons is pretty vague This game isn't about 
(raphic s^ thomsh^ so don't worry about it 

i«i|lp'iiig ^ntrols are so simple for most activ¬ 
ities that this category ts almost meaningless—with one 
exception In the Study Came, choosing tftc correct answer 
isn't as easy as it looks since your Tamagotchi's movement 
IS dependent on its intelligence 

Bandai added extra games to the Game 
Boy version of Tamagotchi You'll also find dr^rent types of 
food; special contests, eight types of Tamagotch: 4^gs to 
irow and a han dy Help function. 

There's a lot more in this version of the 









Weierht 

Bab^ 



- I e \\ 

bit strange, L ^ [f^^ Boda 

fU/> \SSSSgiSi J 

1} 


game to keep players 
actively engaged in 
caring for their little 
aliens The concept of 
electronic pets may 
seem a 

but the success of the 
keychain version of 
Tarrnsotchi both here and in Japan has been remarkable 
Bf ifflllil The sound becomes annoying after a short time 
but (t you ^rn it off you might miss a warning bleep 
|iriiiiirii9i^ Henry it expands on the popu/ar 
key chain game by adding something like an 
aefua/ game Dan It's hard to tell whet's 
go mg wrong with the /ift/e guys sometimes 
Armond It doesn't stay cool for long 


'uiP-7. 
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he first thing you oeed to know about Diddy Kong 
Racing from Rare is that it i$n^ Mario Kart 64 Part 
II. \e&, it has funky little carts, but there are planes 
and hovercraft, too, not to mention bosses, special 

_ ' areas, bonus cbaiicngcs and 

A I x>Q hidden items. And yes, 

IMH there are bananas, but you 

flV ^. don^t dre^ them in front of 

enemies. The truth of the 
H. ( xs if matter is that Diddy Kong 

Racing is a compietely 
' r' ^ jipd wonderfully new beast, 

and it's now heading die 
- — Nintendo 64 roster for diis 

replacing Banjo-Kazooie as the hottest title due to 


^ released before the end of the year. (Banjo-Kazooie will 
how make its debut in Mardi 1998.) So what makes DKSi so 
^edai? As strange as it may souncl Diddy Kong Racing is a 
facing game that isn^t about racing. Confused? Imagine the | 
Jcastle in Super Mario 64, open the doors and the stars you 


mimo powiR 


y m 




need to win before you can explore new areas. 

Now imagine that instead of running and jump- 
K ing, Mario is racingaround each area in a vchi- 
V de, collecting Gold Balloons instead of stars. 
. Those balloons will allow you to enter other 
r areas and med 


new challenges. 
Imagine that you 
actually race through 
the different worlds 
while you^re exploring 
them, so that not only 
do you have to find 
silver coins and 
hidden keys, you 
^ have to do it all 
while beating a 
bunch of other rac- 
ers to the finish 
line And on top of 
all that, you have all 


Big changes are in the air 
this Ibll. A new, marquee 
game appears suddenly 
from Rare. Hudson Soft 
teams up with Nintendo 
and Mindscape to bring 
N64 titles to North 
America. And Kirby returns 
to the Super NES. 









soit» of itoms to pick up—items such as homing misilos, oil 
slicks, decfrical shields and, of course, bananas. (You collect 
bananas to add to your lop speed.) The game has 20 main 
tracks, c^ht main cfmracter^ three types of vehicles, a huge 
outer vrorid where you can explore to your heart's content 
and discover extra <ilold Balloons, bosses, an Indian elephant 
genie named Taj. That's Diddy Kong Racing in a nutshell. 
LeW look under the skin. 



Rare is introduc- 
ii^ a new propri¬ 
etary grafdiics tech- 
ndc^ in this game 
which is called 
Real-time Dynamic 
Animation. One of 
the more spectacu¬ 
lar results of thh 
technology is the 
use of skinning. 
Skinnii^ is a tech¬ 
nique dtat takes a 
texture map and 
wraps it completely 
around a pol)gonal 
fi^re, like a char¬ 
acter or machine. 
The resulting figure 
is much stnooHter 
and rounder than 
traditional polygon 
character that have 
texture maps paint¬ 
ed on each flat sur¬ 
face. But enough of 
the shop talk. Ihe 
graphics in DKR 
would simply blow 
your mind if you 
weren't so wrapped 
up in the game phy. 



in. w .i ource xtra 


PUBLISHER - Rore 
DEVELOPER ^ Rare 
MEMORY SIZE ^ 1!^ Megabits 
COMPATIBILITY Rumble Rol^/Cmlreller Pale 
TRACKS - More thlQQ aO 


When your dedicated Pak 
V^tdi reporter «tt down 
with DKR for tite first time, 
he didn't look up from the 
screen or lake his hands off 
the controller for two 
straight hours. He missed 
lunch. He ignored his 
friends. He was hooked in a 
way he had never been 
hooked by a game before. 
And since he has played and 
reviewed literally thousands 
of games over the years, 
that's sayir^ something. But 
enough gushing. Look at the 
screen shots. Picture the 
action as you fly through 
funnels, bounce over waves, 
or squed around cornets in 
search of an elusive dinosaur 
ke)^ The control is smoother 
and more intuitive than 
Mario Kart 64. It combines 
ail the best elements of 
Super Mario 64, Pilotwings 
64, Wave Race 64 and Mario 
Kart 64, then somehow takes 
them to a new level. This is 
not Mario Kart 64 wifii a 
Rare twist. Diddy Kong 
Racing is 12B megabits, 
RumUe Pak and Controller 
Pak compatible, and It 
stands apart from ever other 
game. The multiplayer 
modes are more varied than 
Star Fox 64 and GddonEyo. 
It may well be the best game 
Rare has ever made, and 
quite possibly the best game 
ever made for the N64. 
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ctopus and Pitch the 
bird. Kirby gets an 
k ovon bigger hand 
k from his new pa)^ 
B Oooey> wha Joins 
■ Kirby throughout 
V die game. *ln fact 
f two players can now 
team up, one control- 
ing Kirby while the 
!r takes over Gooey for 
tfuiy cooperative play. 
With eight power items 
and six anbnai friends, 
Kirby has 48 speciai 
moves in all. Ihe graph¬ 
ics are at HAL^s cdorful 
best and the variety of 
Kirby transformations 
keeps players absorbed. 
Kirby may be just a pink 
blob, but he's the 
coolest pink blob we've 
ever run into. 


N ot all die 
action is on 
the N64 these 
days. In Kirby's 
latest Super NES 
adventure, player will 


explore five worlds in an 
effort to save Dream Land 
from disaster. Kirby will 
be joined by his old 
friends, Rick the hamster, 

R Kinc die fish and 
Coo the owl, but 
I find help 

from three new 
Mends, too: Nago 
die cat, ChuChu the 


been sending us 1 

icreen shots of A 

Chameleon Twtst 

for many months now, but , i 3 
we finally received a ^ ^fjj^ 

playable game from the 

Japanese puUrsher. As you may recall from previous Pak Watch 
montfons. Chameleon Twist stars a character (or four charac- 
^rs, as It turns out) who use long, controll^le, sticky tongues to 
Accomplish many tasks. The 3-D worlds are large and full of 

mdea. If foi mil oil m mu 


die far side. And you cm steer your tongue while shooting it out 
toward an object If that isn't enou^, you can even do a sort of 
toi^e hand stand, then do a jump to reach M^er platforms. 

The pre-release version ot 

.1 ^ game we received still 

• 

? idke controls felt pretty tight 
*> graphics were good 

^ the best N64 games. 

' There's no publishing deal 

^ set yet for North America, 

.... * but japan Supply System 

has hopes of releasing die game here in the land of 
N64 opportunity. 
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elda 64 and Yoshf^ Story are both set for release by 
the end of the year in Japan^ and 64'$ 

release date is still undecided according to 
Nintendo Company Ltd. In addition to the picS; we 
leiimed a brt more about the games. In Zeida 64/ Link is 
given a mission to find the Triforce^. but Ganondorf/ king of 

ZELDA 64 




the thIeveS/ is also hunting the powerful artifact. With the help 
of Zeida/ three magic Ocarina Stones, and Navic the wood 
fairic/ Link sets off on his greatest quest ever. As for YoshKe 
Story/ we learned that there will be six Yoshts and that the story 
be^ns when YoshiV world is turned into a picture book. 
For F-Zero 64, we are told to expect the original four racing 
machines plus eight new vehicles. There wil be appn>ximateiy 
20 courses featuring loops, corkscrew twistS/ half pipes 
and a replay option. 
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YOSHI'S STORY 
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THERE'S ALWAYS 
NEXT YEAR 

Due to delays in the development process, three Nintendo 
titles that were ^eduied for release tfiis ^11 won't be 
showing up until next year. 

The three titles include 
Yoshi's Story/ 8an/o-Kazooie 
and MLB Featuring Ken 
Griffey |r. In eadi case, the 
primary decision to dciay 
production until 1998 was 
due to Nintendo's concern 
for quality. Nintendo of America's chairman, Howard 
Lincoln, told rqiorters at a media conference at NOA head¬ 
quarters that the games coald not be released as scheduled 
without compromising their quality. Howard made it clear 
that in the case of the baseball game the original deadline 
was to release the game by the World Series* When it 
became dear that the final lusting and production of MLB 
Featuring Ken Griffey |r. would just mbs die fell classic, it 
was decMi.»dto hold off the release until the bei^iung of die 
n^ N^jor league season. ‘'At diat time, our game will fea¬ 
ture the America league MVP and the World Series cham¬ 
pions/' he* joked to leporters. As for Yodii's Story, the story 
is that Ihf} game will bu. completed for Japanese release by 
the end of the year, but the translation process will delay the 
rth /^menixui n^Kease until Febniiiry 9th. 



N64 SPORTS NEWS 

Rif race rs. do by major publishers to establish themselves 
M up«* leader in N64 sports. In addition to the big news of 
Ulddy Kong Racing, word from Nintendo in Japan is that an 
golf game is in the works at HAL—the makers of the 
dassv HAL'S Hole-ln-One fbr the Super NES. Nintendo Isn't 
Niopping at die links in sporb development Pak Watch just 
rc'ceived a report that a snowboarding game is in the mid- 
^ die of deveiopment at Nintendo's EAD. The game is slated 
to be released in japan in the first quarter of 1998, !»o expect 
at. least three months delay before die game reaches North 
America. There's no tide for this g^e yet, but it will bring 
to three the number of games featuring imowboarding fbr 
1998, and a fourth title is in the works at a Japanese pub¬ 
lisher. Although we can't disclose the name of the publisher 
at diis time •since Nordi 
American plans for the 
snowboarding tide remain 
undecided, we have heard 
.from a rep at the publisher 
that the game rocl3. 

Kemco's Twisted Ed^c 
Snowboarding, which has^ime of the most stunnii^ly real* 
istfc graphics we've ever seen, may beat Nintendo to mar¬ 
ket. boss Game Studios hopes to finish Twisted Edge in time 
for n first quarter of 1998 release. The final player in the 
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boardir^ derby b Kon-imi'? Ni^no Winter Olympics ^98, 
which will feature a snowboarding mode along iipth 
other events. 

Ebewhere in the world of sports, Wayne Gretzb^^D 
Hockey '9B reportedly is nearing completion and should 
be released by the end of November. Midway also reports 
that NBA Fastbreak is in the works for release next falL At 
Acclaim, M's highly likely that a baseball game will jojn^the 
sporting lineup along with NFL Quarterback Club ^8, 
NHL Breakaway and Ultra Soccer, but there's no wordiyet 
on whether the game will carry the Frank ''Big Hurt" 
Thomas license. 

FA Sports, die brand mam: known around die world as 
the leader in virtual spoiti ^mes, wante the N64 crown 
added to its trophy pile. With FIFA Soccer 64 and Madden 
64, the company already has staked a claim. Althoi^ EA 
ha>^n't announced which titles will follow Madden* 64. our 
sources reveal an extenrive list of ^mes to expect in the 
next year, including Andret6 fiacii^ NBA Live '98. *NHL 
Hockey '98, FIFA; Road to die World Qip '96, Need For 
Speed, and Road Rash. 





MORE N64 
IN STORE 



Tamsq;otchi on the N64? The simple, electronic pet game 
from Bandai will become a 3-0 virtual pet in tbt* N64 ver¬ 
sion of Tamagotchi. Reportedly, Banda! is working directiy 
with developers at EAD and the game will have much more 
for you and your Tamagotchi to do. As you can seu from our 
exclusive screen diot. Pocket Monsters 64 is very much in 
the works, also. This earl^ 
shot is from the fint of four 
Pocket Monsters games 
scheduled for the N64. Also 
from Japan, Capcom finally 
stated publicly diat it is 
working on three N64 
titles—a puzzle game, a fighter, and an exclusive N64 title 
tiiat may be similar to Resident Evil but is not a sequel to 
tiiat Playstation hit No titles were ^ven for tiie puzzle game 
or fighter and no release dates wore given. 




THE NEW 
SUPER NES 

This headline is not a misprint* Be^nning thb tall, when you 
buy a Super NES console, the Siper NES tiiat voo pull out of 
tiic box will look considerably different than the venerable 
unit that has graced televisions since 1991, and* ft's consid¬ 
erably smaller, too. The new Super NES reduces the number 
of interna] chips from 11 to just five* There is no eject lever 
or LED power light One word of warning; the new ^per 
NES has no RF Switch or RF modulator, so you can't use it 
with old* style televisions that have no A/V cable jacks* 




NINTENPO NITRO 

heard ibouf <iiifDg arrival of Hudson Soi«.9 

tupar ^omberman 6 ple^ sdio report that 

N^fUkndo will reli w tiie North America. 

llilEbm and Nlnlendo ^ thH;>dcal th Yt will 

^oora^aUvtiitutv game for thv Mi'i&gnfi blg^iist 

Nh^Tirk^ in ««'ortd. For ypars wp^ve Mki^a abuul how 
fun miifoplayer Bombcrman games can be, but Hudson 
added ^ full adventure for single-player fon in the latest 
Uombenmaa 

GAME BOY 
FUTURES 


Some of the bi4ghte^ Game Boy releases ahead will arrive 
this foil and early nesolyear After Drmkey Kong Land 3, the 
next big hit for Game Boy should be James Bond 007. This 
adventure game combim^ die size, overhead perspective 
and sense of expioraBon found in Zelda games with the 
excitement of GoideoEye, 
although vnaybis not quite aD of die 
excitement of GolduaEyot 
Following the wee Bond, .Waiio 
Land 2 is scheduled for rele<4e m 
the first quarter of '98. Acclaim 
also is working on sorne potential 
Came Boy hits. TurOk of Turok. 

Dinosaur Hunter fome will make 
his first Game Boy a|^earance rn 
an action game that is not based chi 
the N64 tide. Acclaim also plans to 
release Bust-A-Move 11—a sequel 
to Tarto'^ excellent puzzle game. 

Game & Gall^ny II from Nintendo will continue the 

sequel theme with five new Game & Watch g<unes including 
Vermin, Chef, Helmet, Parachute and Efonkey'Kong. 

n 

GEX II: 

ENTER THE GECKO 

• 

The one-time unofficial mascot of die 3DO system, Gua thv 
Gecko, will scamper over to the N64 next year in a Ude 
coming from Midway and Crystal Dymmics. The 3-D action 
adventure stars TV Junkie, Gex, who winds up living a night- 

mare when he gets zapped info his 
television. Each multi-branching 
i offers up parodies of weli- 

known TV and movie plots, 
W sudi as a sci-fi level whh 

W stomitroopers, a lames Bond 

spy parody, and spoofo of monster 
^ A movies and TRON.The devefopment team at 
M ^ Crystal Dynamics hopes to have Gex II ready 
m. for the tube by March ^98. 
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Kiddy Koi^ is all set his rdh 
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Donkey Kong Land thrcc-peat!> 
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Water Skip and chedt out the 
stage maps and strategics. 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo ere onfy intereatod In preserving dasslo magsz:.':^:, 

thet ore ^ hast S years out of print 

We have no desire or krtenthn to profit from these In any way. 

So please. If you come aorosa people trying to aeH these rehash, doni support them! 


TharM You and ENJOY! 



